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3-Dimensional arcade strategy 
on the 48K Spectrum - £6.95 

Com patibte with Kempston, Protek/AGF, 
and Interface 2 lovstick types. 
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Crashtronnaire 

As I write, the 'Crashlionnaire' 
forms are stltl connnq in, so 
thank you ©weryon© who has 
taken the troubfe lo complete 
and send them back to us 
SorT>« inleresting fesujrs have 
emerged from a pre-COHation 
done on the lirst SOO forms 
reoeiwd. A full collaiion will be 
undertaken as soon as 
possible - its quite a 
mamrnolh task' 

Jus! brieiJy for now. here are 
aomp answers On reviews of 
software. 95.S% said they like 
to have some sort of rating 
system, 44% satd they think 
the present syslem used in 
CRASH wDfks exceilenlty, 
and a further 52% said i1 
works reasonably. We also 
asked how much reading 
software reviews in CRASH 
has attecled recent games 
buying and 70% replied that ri 
has Most interestingly on the 
subfect of CRASH reviews, we 
asked whether, on ptaying a 
new game, you have agreed 
With ine review of it. 1 d% said, 
always', and 73% said, Most 
of the time F u nher details on 
the review section ot the 
questionnafre have yet To be 
collated. 

On the sutiject of indudifKi 
software for other computers 
in CRASH. Ihe result iieemed 
overwhelmingly aQ^inst the 
idea Te%said they would be 
irrilaled. 12°*- ili;>lurt3ed,and 
1 0% were either riot boifwred 
or actually interested. We 
were impressed by the 
number of forms wtiich added 
that they would stop buying 




CRASH if it did move on to 
ir>cludirig other machines. 

Another ovenwheiming NO 
was to program ]istir>gs, 
96.5% replied that they did not 
rtliS^. them, and a simifar 
percentage said that Ihey dkj 
not want any space used up 
for listings. 

We will be put34ishing the Mi 
results as soon as possible. 
but in the meantime you may 
be sure we are taking rwie of 
the findings' The one, slightly 
touchy subject was The 
T&fmirtAi Man comic sihp. 
This question seems to have 
aroused very strong partisan 
feeiings! At the moment Itw 
spfit seems to t>e 
approximately 48% for it arwl 
52% against it What is 
surprising, though, is that 
those for it are generally 
VERY for It, whereas those 
againsi are VERV agamstf But 
given the figures we have 
seen, we feel that if almost 
half the readership really do 
tike It. then four pages is well 
worth having, as it nardly 
detracts from the total amoutu 
of pages devoted to reviews 
anb other articles, aixl 
tiiouidn t really be a severe 
annoyance to ttiose who do 
not appreciate it. 

Ttw response to this 
queslFonnaire has been most 
encouraging, with well over 
one thousand returns alreadv- 
Sihce that one wascompilea 
we have thought of several 
other interesting questions lo 
which we would appreciate 
answers, SO there may well be 
another questionnaire in the 
near future Youre warned I 
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TiMM fewra lo iMve iM4n aMiw 
conbritm amofig raidira and 
■oft i i iB W itouais ibout rgUnQtr - 
rwi ao much ifaoul Ih* «tty iTiay 
worif. twl rnof» OMr tmm IM 
QViRAU percantew I 
dTvalua WhanCFlASHi 
wkj thai w«< woukJ net ba crumh- 
ing ii nvlawad oanwa iniD tha 
IiIq^ perc4rritfia tmchatn The idea 
waa 10 gh« KHna laVluifa to ditirv 
0UMh twtHww piev«w laifewa, 

Onctapihf, wv ropaat wNBihe 
percMtttOM msan. BUT STRESS 
THAT THE WRITTEN REVtEWS 
AHD OPtNlOfJS ARE FAR MORE 
IJWOBTANT THAN THE 
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AM8TRAD LAUNCH 



Having jLjsi saKJ that we are 
taking care lo bow to your 
^commendations regarding 
the 3nclus(on of other 
compulers in CRASH, it 13 
worlh keeping an eye on new 
devatoprnenits. in April the 
Hi-Fi lower unit giants 
Amstrad Faunched iheir first 
«vef computer, the Amstrad 
CPC 464. In keeping with 
Amstrad s policy ol systems, 
iK CPC 464 cornea c:oiinplete 
with built-in datacorder and a 
mor^tor - a green screen for 
around £200 and a coloured 



ofie for around £300. For 
around another £100 rTKJre 
you will be able 10 gat it witti 
CPM disc dr(ve, Quite clearly, 
the CPC 4©4 i« aiming to bonk 
the QL on the Nked. 

What's interestiiog frorrt a 
Spectrum owner s point of 
view is Ihal quite a bit of 
Spectrum software, slightly 
re-written, is likely to appear 
for the machine when it arnves 
in the shops later this month. 
At I he launch in London we 
saw one well-known Spectrum 
giame running on the Amstrad 
- Pyrrtll's HsmBf Anack. 
Romik al&o had a game there, 
one which was designed 
specifically for the machine. 



arxJ so used its excellent 
resolution and colour 
capabilities rather better It is 
going lo be intefesting to see 
how many Spectrum software 
houses turn their hands to the 
new Amstrad dunng the latter 
part of I his year- 
Mean while the Spectrum 
software goes on from 
stf engtti lo strength and 
continues to shiow how easify 
if leads all other compuiers 
when it comes to ideas and 
content It isn't often you firKl 
one magazine praisirig a rival 
publication, but 
congratulations to Cofnputer 
& Vtdeo Games - or rafKier to 
the parent company EM.A P 
for their excellent game 
Psytmn , released under 
E M A, P 3 new software 
company. Beyond. Beyond 
got otl to a rather soggy start 
with the good-loo^ting but 
unplayable Space Station 
2eJbra Psv^rofi. a CRASH 
SMASH this monlh, is a 
drffereni kettle of alien fish 
attogelher, and indK:ates that 
programmers are still 
determined to pack everything 
possible into the available 
RAM of tlie Spectrum. 




UVING GUIDE 

Despite an assertion in last 
month s issue that the Uving 
OyNJ« would be dealing with 
tf^e arcade section this mon'th, 
there is no Guide <n Ihis 
month's issue, for which we 
apologise- There are two 
' reasons, one being that we 
have had lo make some room 
to include programs for 
younger pfayers m our Crash 
Course section. This will be 
an occasional kx)k at what 
might be loosely termed 
educational software Tfre 
second reason is that the 
Gtiide Itsetf is in need of a 
revamp and some updating! 
This is an enonnous task, as 
you might w«l appreciate, A! 
the same time we have 
received literally hundreds of 
letters with update details on 
guido lite ar>d with 
sugonMlons to improve it. ail 
of wmich we wish to examine 
carefully, 

The Guide has t)ecome 
rapidly vefy t?fg and we woukt 
like It to bdlw^pM, infomiative 
but without becoming a bore. 
It needs some thought - but 
don t despair, it hasn 1 
vanished from our pages for 
ever! 



COM PETITIONS 
GALOBEIl 



in response to the demarKl tor 
more competitions, this issue 
is cramiTied full of them * We 
hope you enjoy them, and the 
prizes too Thanks to all the 
compames who have 
pariicipaied ar>d made them 
! possible 
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GAMES FOR BOYS 



M i t* "*MH 



GANGSTERS! 





GAMES FOR GIRLS 




Afr available for Spectrum 48K at E5.95. Selected titles d\/3iiab\e from 
larger branches of Boots, Greens, John Lewts Partnership, Rumbefows, 
WH. Smith and aJf good computer shops or mail order from 
Cases Computer Simulations Ltd., 14 Lan^ton Way, London S£3 7TL. 
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Strategy Games. They're no pushover. 
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Psytron 



Producer; Beyond 
Memory required; 4flK 
Retail price: £7.95 
Language: machine code 
Authoris: Tayo Olowu and 
Paul Voysey 

After a less Ihan auspteious 
start with Space Station Zebra 
(reviewed iast nxxMh) Be;yorid 
Software {part o1 tirie EMAP 
group wtio atso own Computer 
& Vi(Seo Games magazirte} 
have feally launched them- 
selves with this colossai 
arcade strategy game. A prog- 
ram wiiich FTtakes other prog- 
rammers gasp.' it says on the 



unft, docking bay and teieport 
centre, recycSing unit, pleasure 
dome, crew quartern, fuel 
dump, power ptant^ rnatter dJ9- 
mptor and ftw food store. The 
game provides 10 screens 
which are views of the base, 
seen from the centre and all 
the way round - 

The Psytron is in sole charge 
of Betuia 5. and as the Psytron. 
you wilt have to undertake 
©veryitiirkg to protect the base 
Shooting aliens out of the skies 
and dealing with the remote 
droids they drop which run 
around the inner nng to bJow 
up the vilai airlocks make up 
the arcade corrponent, but 
repainng facilities and deciding 
what instaliations to sacrifice at 
criifca! mofTients makes up the 
strategy eiement. 

Psytfon (S a game of sis 
levels of progressive ditf^culty. 
which have been designed to 
take you into the game step by 
step, piling more and more 
resportsibifity on your shoul- 




excellent packaging - ar>d 
perhaps it will. 

Psytron comes in a large hOK 
containing the cassette, a 
competition entry tomfi (more 
later) and a very detailed 
20-pege booklet explaining 
how the o^>^e is played, ar^ 
what Psyrron is it looks rather 
daunting but is essential read- 
ing. However it can t>e read in 
stages until all the six levels of 
the game have been 
absorbed Psytron is not a 
game for a few moments play - 
(twill take ages, 

The action all takes place On 
a huge base on the planet of 
Beluia S. The plane! s atmos- 
phere IS not compatible with 
humanity, so the base is sea- 
led within its own life support 
s^em. The base has an inner 
ring from which radiate the var- 
ious Surface irtstallai^ons 
These are the medical centre, 
free^etima generator, oxygen 



ders. Each level must be mas- 
tered before the next is attemp- 
ted. The computer looks at 
your lam five scores and calcu- 
lates an average - if it s over 
the passmark then you can 
move on to the next level. The 
computer keeps a service 
record of your achievement 
which may be saveC and 
reloaded aner game load. This 
is ail important because the 
service record is used in com- 
piling your overall score for the 
final level. Beyond are running 
a competition with a prize of a 
QL computer for the winner. If 
st^neone conquers the gam© 
comptetely. then they will win, 
but it is considered alrtvost 
impossible 1o survive for an 
hour on level 6, which is realty 
required to get the special 
code. The competition closes 
on ^iovember 30. and if not 
already won, the prize will go to 
the highest scorer at that time. 




The screen display is split, 
with a little over half the top 
being the monitor views ol the 
base {10 in all). These views 
are dk'awn in deiaited black line 
and ctoss hatching with a yel- 
low strip for the grourKl and a 
pale blue tor the sky. It alt looks 
like a comic drawing. Below is 
the white and black ri^ngway 
with airlock access. In this 
ringway enemy droids are 
dropped and they can be seen 
running along to their randomly 
selected detonation points. 
Below IS the screen report 
which details what section of 
the base you are seeing, and 
updates damage and status 
reports. Other info provided 
includes fuel levels, percen- 
tage of damage, crew status 
and time. 

At the Ixittom right-hand 
corner is a 3D view of the hng- 
way looking aiono it. This will 
show a droid on the run. Your 
pursuit droid also shows up on 
the rtngway and may be guided 
to Chase the enemy drond until 
i1 comes into view on the 3D 
panel- It must be destroyed by 
fire before it reaches its desti- 
nation. 



MeanwhJiet overhead, 

enemy saucers are constantly 
attacking the base from all 
directions, dropping t)oml>s 
which explode colourtully. A 
gun sigh) is provided. The 
enemy saucers are animated 
in 3D as well. 

Describirhg this game in a 
review would take pages, and 
there is a great deal more to 
playirKf it tnan we. have said 
here - after all, it takes 20 
pages for the producers to 
descritieit.! 

CRITICISM 

Psytron is a fantastic arcade 
type strategy game The 
graphics are very good, with 
a(ien ships i n the sky above the 
excelleiit views of your base. 
Challenging, addictive and dif- 
ficult are words which sum up 
this game. In fact, the word 
oame is atmosi an insult to this 
Beyond scenario Asthera are 
several tasks lo tie done in 
maintaining the base, learned 
at tfw various levels. Psytron 
has i^nty of ilasting appeal! 
Don t let the useful booklet put 
you oft. you can load and play 
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Psytron straighl away, 
alitiough the advice tt cofiiains 
is more essential on the higher 
levels. Side B of the cassetle 
lias a glimpse of their next big 
game, the actventure Lord of 
Midnighi ; 

ThB rapid access to any of 
(he TO screens, comfijned'wif/i 
tha natural change of views it 
your gunsigN haves the 
screen, make$ for a very excit- 
ing background against which 
to play this tunous and ttnng 
game The graphics are 
superb, oddfy rrot very cofovr- 
tul. but thB way they have been 
done IS very convincirrg. At 
this s!ago ot reviewing the 
game it (S impo$$ibie to say 
what r?ie higher levets are tike 
" It wiif be some time before / 
evsr get up there f But if the 
three I have so far sesn are 
anything to go by, its a great 
game all the way and very 
addictive es weff. ' 

This game builds up your 
skill qualities until you are 
ready for the grand finale - a 
vefy good kJea, The graph ics 
move about reaiisticaJly and m 



full p^KTspecUvet the 10 seg- 
ments ot the space station are 
all very well ■drawn. The 
upward scrolling mlornraticxi 
on the Screen Report is great, 
as you can see what ciamage is 
Dccurrir^ whiile you re fighting 
off the alien saucers. Colour 
and sound have been used 
we^l, although there isnt a 
great deal of colour in the 
game itself. Your last five 
scores are taken and averaged 
tor promotion, which is a rrjar- 
vellous idea, allhoiigh it can l>e 
disheartenirkg if on© ot ihem 
happens to be very high, Psyt^ 
ron is fantastic tun lo play and 
1h© difficulty of each level arxJ 
the fad thai there are six levels 
means that it is going to take a 
long time to master, making it 
dangerousfy addnctive, Defi- 
nlte^y a thousand percent bet- 
ter than Space Statkxr Zebra , 
and overafi breathtaking and 
overwhelming." 

COMMENTS 

Control k«y>: (droid) 

Q " forward. A = turn around. M 



lotire(Skywatoh). Q/A 

up/down. O/Pteft/right, Mto 

life. N- fast scan, 

S -- skywalch mode, D =- droid 

mode 

Joystick: Kempston 

Keyboard play: very 

responsive 

Use of colour: oilginal and 

very wetl used 

Graphic*: excellervt 

Sound: wdtused 

Skill levels 1 6 

Lives: 1 

Scre*nfit %0 

General rating: welt planned. 

designed and implemefited, 

very addictive and overall 

excellent value for money. 

Highty recommerxted. 



Use of computer 


85% 


Graphics 


93% 


Playability 


88% 


Getting started 


98% 


Addictive qualities 


91% 


Value for mon^y 


8&% 


Overall 


fi1% 




CRASH June t9a4 



COMMODORE 64 • SPECTRUM • BBC • ORIC • DRAGON * TANDY 

IF YOU THINK YOU'VE GOT 

THE BETTER OF YOUR COMPUTER, 

YOU'D BETTER THINK AGAIN.... 



We all enjoy a good action game on our home computers, but after a whM doesn't chasing the i 
m screen wear a fittle thin? That's the time to take on the superior challenge of a Wamnaster stra 
plenty of action, plenty to think about, and plenty of titles to suit every taste. 

:»^^ . . TakeonWarmasttrand really put vour home cofTiputer through its paces. 




CONFflONTATlON 

6u>l(J oi> game ttwl offefs a [wml ;tjrrr.ai 

lor any modem, non-nuctear confbct 

ttfiSams a mo<Jeni Europ«iin tcefiario 

wth tKiliTy to aedte oUwrs of ywi 

choice u«tn« iir tHd i^ftd (orcM. 

Ivvo ptaytr ipnL 

S|wc»ni4K DM 

B8C-B _^ PJK 



AED BARON 

but fopuires tlM lacOcsl thoughi o( 
gifnts. Pit your bipiiM ogainat ow or 
two of the KiiMr'« aen in this a«tial 
comtwTQwnc. 

K am 



JOHNNY REB 

rhcra's IllU fkKttf of ^ht itlK ><■ tiwr 

ConfidtfxtB South M NCh vidt i 
(orcOT to iTMnotuvra on 1 1 
b4ftieM<t Play agMnft th4 computi 
cliite»9« > frnnd. 
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Su&pense-fiflid Ngh 3«n dranu as die 
phdt d (ha flenrati Gfand R*» a loekMl 
in tottit with th< RbvH Nmv 
'KwrftoywaaoM. 
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Dramatic «MipiipCncs cxnpwgA 

M>ur hancH>iclc9d torca hts dn^tpeid 

bahind «wfnv tinei lo c«ptuf* a str«t*gK 

tmt crot«i>g iWo vtnjom of th« oam* 

wiUDiMlovattofpliV. 

as&« lus 

SftopuB «K [S.S6 Ork 1 mc 

0viic14KlcaTiir>gsoonj fMM B8C4) 

CoavidMi' M (commD i.Eion} 

Avaiiabie from John Memies, Lightning Deahrs and better 
software shops or dip the coupoh for fast dsf/ve/y. 
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Titanic 



Producer: R&R SoJtware 
Memory required: 4fiK 
Retail price: C7.95 
Language: machine code 
Author: Paul Hill 
Mus>C: Rare Breed 

There have been receni prog- 
rams out which have combirwd 
arcade with adventure games, 
ones like Phoeniji'a Dodge 
City, where you must cofnptete 
the afcwie game jrt order to 
play the a^enture; and of 
course there have been 
arcade adventures like Alic 
AtBc . Adventures tend to have 
a straieaica] eiennent \rt them, 
txit R&R are probably the first 
software house 10 oome up 
With a mulli -stage game which 
IS both strategy arvd advenjure 
in the accepted sense 

The game ts split into three 
stages. The first is also the 
stxxtest and involves trying lo 
raise sutficteni finance to 
nwuni a search to icjcate the 
wreck 0I the famous Titanic 
ocean iiner which sank on its 
maiden voyage on April 14. 
1912, atlef stnking an iceberg. 
The scenario suggests that a 
fatKjJous fortune m gold went 
down with ihe ship, arK) that's 
what you're out to recover Ini- 
tiaJJy you are presented with a 
menu of 15 instiiutions whom 
you may approach lor finance, 
and the idea is to get the best 
deal you can. Each coniract, if 
accepted, restncts you to 
finance from that institution 
onJy, The irtitial sum ol money 
^ given as an advance, witli 
further sums to be awarded it 
you dscover a wreck. 

Having setected a backer 
and signed the contract by 
entering your name, it is timie to 
spend the money on esaen- 
tiais, A NASA Satellite Photo 
(infra red) shows all large 
objects below the surface, you 
need food and supplies ai a 
cost per day; you need teams 
of expert divers: and you need 
repair kits (Quite a few actu* 
ally). Once you t\ave spent 
your allocation you may put to 
sea. 

Staoe two presents a map of 
the l^oflh Atlantic with col- 
Qured blocks representing 
events, Vou Only get this <t you 
have purchased a NASA 
photograph, as ihe blocks are 
large ohiects betow ihe surface 
ol the sea These may be the 
Sites ol wrecks or icebergs. 
Hitting an iceberg may result m 
sinking, but strikes can as 
often be repaired if you have 




For • in*r« CTCDOO you tan n*in ■ NASA Hiln RMI phe(D< 



sufficient kfts, II a wfeck Is 
repohed your financial backers 
will probably give you anothter 
advance and you have the 
option of igncnirig the siting or 
sending a team of divers down. 
Once they dive, the message 
screen reports on their pro^ 
ress - ft's dark dOwn there - tS 
the wreck the Titanic - Of will 
they be killed? Your backers 
are understandably disinclined 
to come up with a further 
advance on siting a stoond 
wreck, if you ve already lost 
one team of divers! 

Dtscovefing the site of Itie 
Titanic's last resting position 
switches you into stage three. 
the ejcploraiton. You are only 
ab^ to expk^re one level at a 
time, and there are three A 
simple 3D line drawing above 
the text shows the location. 
Commands do not have to be 
entered. The possible direc- 
lions and location description 
are all combined. Pressing the 
desired direction key causes 
an instant response and carry- 
ing out of the command, tdeal 
tocaiions to find are the service 
rooms on each deck, as these 
have deck plans of the ship. 
With something like 170 loca- 
tions per deck, thie plan is a 
valuable help There are sev- 
eral lypes of hazard down 
there, and losing a team ol 
diivers can be catasirophic if 
you only have one left and not 
enough money to get back for 
artother teain. 



CRmClSM 

With 1 7 located possitile sites 
(courtesy of NASA) and most 
of them being icebergs or lethal 
World War 2 wrecks, titHJing 
the last resti^r^g place of the 
Titan*c can be very tnjstrating 
IfKleed. and take some time 
and several goes Each time 
you try Ihe t>iocks ctiange 
place and what they represent 
IS randomly selected, so 
experierKie is only gained In 
how to use your money for buy- 
ing supplies, etc I lour>d Ihe 
most useful items were the 
expensive repair kits - hh an 
ii^berg without one and tfiat's 



Ihai. The adventure, when 
rmaily reached, is quite straight 
forward, and I missed son>e 
atmosphenc descnptkms. On 
Ihe other h and it makes up for it 
by the enormous number of 
locations to be searched, arxl 
there is stiti the strategy ele- 
ment in using your diving 
teams 10 tfteir best advantage. 
Mine got crushed by a coHaps- 
ing deck - ttwy wete only my 
f it! ee nth team. . .' 

tt's nice to see RAR Soft- 
ware as a possible imiutuiion 
to approach tor money* My 
first go at the game they 
offered the biggest sum of 
money on the board m return 
for buying all their games tor 
ffw next five years! Second try. 
and ffrgyjust saud, Sorry f" No 
radectton, f hope, on my skiff 
as a marine safvage expertf 
Stage i does require a bit of 
caretuf planning and thinking, 
in spending your advance 
money A NASA photo is 
essentiat, but leaves insuffi- 
cient funds to easily purchase 
both enough diving teams and 
ffte essential repair i<its -in this 
game the North At}anttc looks 
Tike a Scotch on the rocks, full 
of ice culxts! The adventure 
part IS tun, atthovgh for a long 
time f! seems like you are just 
going round tn circles, and ' 
unless you come across a 
deck plan, it's sensible to keep 
a drawn map going. R&R say 
£fiar anyone finding the gofd 



stKtufd donate some to their 
programmers' retirement 

fund The song on the re¥er$e 
Side of the tape is very good. I 
tfrought Titanic was quite an 
mterestirtg combination of 
games, ' 

The graptKis are all very 
clear and well laid out, with 
instant response times on the 
adventure. The graphics are 
quickly built up, most being out- 
line drawings. It's tun to play, 
but I felt the adventure hadn't 
got quite enough goir>g for II to 
be totally compuTsfve, and it 
turns more into a watery expkh 
ration Without the relief of 
interesting location deschp- 
tions. This one s quite a good 
family gam>e.' 

COMMENTS 

Corttrol keys: cursors or 
N/S W/E move the ship 
Joystick: Protek. AG F 
Keyboard play: responsive 

and Simple with on-screen 

prom pi The ship moves 

slowly, but this avoids 

ovef-reactir>g 

Use ot colour: sensible. welJ 

used 

6raplik;B: good text panels. 



ind^ not much, but try the 
rock sir>gle on ttw reverse! 
Skill levels: t 

Features: good song by Rare 
B^eed on tape, Currah 
compatible 

Oeneral rating; enlertaming, 
reasonably involving 
adventure and good for simple 
strategy gamers. 

Useofcompiiier 78% 

Graphics 76% 

Playabllity 69% 

Gettingstaned 72% 

Addictive qualities 73% 

Value for mooey 72% 

Overall 73^ 



On ««cti ot ttw ttuva ctKiw oiw ■anrtc* roorn hoMi ■ plan of Hi* dvcli. 
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owners know we're in 
the right g^me 

Last year WR Smith sold thousands of Sinclair 
Spectrums, making us one of the leading stockists in the country 
and the ideal choice for Spectrum Software, 

With Arcade Games ranging from Jet Set Willy to Ant 
Attack weVe got action and excitement just waiting for you. 

Of course,our range doesn't just stop at games. As leading 
stockists, we can also ofter you an extensive choice of educa- 
tional software, 

Whatls more, we're constantly updating the range,as new 
software is released so you can count on us having all the latest, 
most current programs. 

In fact, for the full spectmm,you carft do better than 
come to the people who know the game. ^^ 

WHSMITH ^ 
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Battle of 
Britain 

Producer Mterogam© 
SImulatians 
Memory required: 48K 
Retail prifce: 
Language: BASIC 
Author: R. Erslcine 

Nine German borrVber squad- 
rons With fighl0f e$cons {raider 
1 to raider 9) are Hymg by vari- 
ous routes to one of 111 re© poss- 
ible targets. As comrnaixler of 
9 RAF squadrons your rriission 
IS to intefDepl the enemy 
before ihey reach their target. 
The last known positions oi the 
enemy are ploii&d on the map. 
plus the present positions of 
your own, 

Enemy squadron routes ancf 
the target are chtoien ran- 
domly at The start of each 
game. You can scrsmUQ your 
squadrons to intercept the 
eoemy along their estimated 
routes. If on© of your squad- 
rons cofnes within one square 
of an enemy flight ii will, lock on 
an attack, Each squadron can 
be reinforced by having 
another wlttiin one square of 
tt>e attacking squadron. Run- 
ning low on fuel, squadrons Will 
automatically return to base 
and are out of action until they 
are ON STANDBY again It a 
fighter squadron has a chance 
encounter with a raider ii will 
attack on its own initiative. The 
Germans have up to 55 planes 
each including escorts Bhti^sh 
nights have 1 planes each 



RSCC'EF 
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Than'H Ih biuetifnlt Dwr ifw whit« iUttm o1 Dover. 



south of London. Squadrons in 
flight are shown as rectangles 
with squadron number and air> 
craft symtjoJ in blue for the RAF 
and red for the Germans A 
squadron m combat flashes 
inverseJy. 

The top left side of the 
screen are divided mto qrid 
co-ordinates A to T vertically 




both 



The screen shows a map of 
the Sou* East of England with 
the edige of London in the top 
left comer, going rtght round 
the Kent coast to just beyond 
Hastinga. Your nine fighter 
bases aie rrtarked as black 
squares with yelbw figures, 
Tl^y are situated approxi- 
mately in the positions of Fol- 
kestone, Dover. Ramsgate. 
Sheerness, Chatham. I^aids- 
fon©, and three clustered to the 



and A to Z through to e horizon- 
Call y The player may press 
command keys to scramble a 
squadron, charge its course, 
send one on a preset patrol, 
return it to base, report its 
status, check the instructions 
of quit the game. A message 
strip at the base inforrrs on 
enemy squadron dispositions 
as soon as they are known 
Here also you can use the 
commands, being prompted 
as to squadron number and 
desired direction of movement 
Pressing X gives a tally to date 



of destroyed aioiotill on 
sides. 

Variable difficulty tevels may 
be set by altering the number 
of Ijombers required lo reach 
thetf target before the game is 
lost. This may be only one, or 
lip to the total number allowed. 
The program tws 100 as nor- 
mal. 

CRITICISM 

A Slight problem m getting 
started Is that the instructions 
are only on screen (apart from 
the command keys which are 
shown (XI the inlay} with a 
scroll? at the bottom of each 
page. Following normal hit- 
any- key procedure will cause a 
bfeak Into BASIC, they don't 
tell you until the evid of the 
ir^tructions that breaking into 
ttie program can be overcome 
by entering RETURN or GOTO 
LOOP, GOTO 1 Will also do. I 
found the game sometiwat 
uninspiring to be honest. The 
idea of remote command Of 
ftghting units is interesting, and 
must tie a bit what jI was Tike to 
be in control actually duhng the 
Battle of Britain, stuck away in 
the comrr>and centres, but as a 
game rl is naiurally much less 
fun that actually taking part in 
the combat - and that's the 
probiem, tt s all a bit cold ' 

Battle of Britain ts a strategy 
game with spatial problems 
As you can only estimate the 
mote (he enemy are taking, to 
interecept them n ts important 
to use your squadrons wisety 
in saturating tha airspace in 



front of the approaching txxri' 
bers to find l/iem. t found it 
became quite absorbing tor a 
while, but tha inherent tack of 
action in the game means &iat 
it paHs after a bit. 

The graphics are very sim- 
ple, and so is what you have to 
do, whicti makes Battle of Bri- 
tain a bii short on addictivity 
and playatHlity I'm sure a lot 
nrore elements couki have 
been added to make It more 
interesting. It could also have 
been a bit faster but the BASIC 
makes everything quite stow, 
with enemy known positions 
being updated only al long 
intervals. This might appeal lo 
some wargamers, but I woukJ 
have thought it lacked com- 
plexity, and its very nature will 
mean it won't appeal to arcade 
players at ail. 

C0MIV1ENTS 

Use of colour: adequate tor 
the purpose 
Graphics: very Simple 
Symbols and map outline 
Soured; on or oft, just beeps 
SkHI levels: very vanable 
C^ieral rating: a rather 
sim|:Me sfrale^wargame 
lacking in action. 



Use of computer 


56% 


Graphics 


43% 


Play ability 


53% 


Getting started 


45% 


Addictive qualities 


34% 


Value for mori«y 


46% 


Overall 


46% 
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Try pulling a 
stunt like this on 
yourSpectmm 



Ue&pon a mcivin^ train . jump fFOm carriage 
to carrij^ge . dudk undef l^-approadiing 
tHidge^ 

But t^eforc you db aftj^mg make stre (ft 
with Stnckir^ new attion-padced ga/ne •^ 
"Stop the Depress 

That way. you can tfy dramatic feats like 
Gustcf Kealon^ - without rrskir^your n«k( 

Stop the EKpfeK is one d (tve «!Citing new 
g^mes from Sindair. Its graphics are superbly fad 
and sharp. The action e non-stop. And the d^llen^ 
6 a very tougfi one, 

On lop of a radng expre^v you're chased by 
knife-thfOMng binditi. And inside the exprea, 
thfre's even more troul^le. 

Wilf you ever ^ to the front and halt the 
tiain? Or will you tx? weJI and buly bumped off^ 



All live new Sinclair titles - 
Stop the t*pe^%, Bubble Buster, 
Iipper Flipper, Erie and the Floaterv, 
and Onlfer Tanks - are fof a ABK 
Spe<1njm. You'll 1^ thenit in the 
shops ~ today. 

At only £555 eadi, they ne 
destined to be big Stan on the ynaJI- 
soreen! 



Sclectjed Sinclair software Imes are availatite Irom 
WH Smith computer storej^ buger brajKhes 
of Boots, John MenzieSk Greens and mod other 
software stockist r^Uonwkle. 



Sindaif Research Ltd, Camberley {0275J 685311. 

- SiFicbir, ZXuid^SfMEtnimarttrKlenurktot 
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SOFTWARE 

We're sorry you've had to wait so long for our first new 
release of 1984 but your patience will be well rewarded 

From Bob Hamilton, author of The pyramid' and 
'Doomsday Castle' we present BEAKY AND THE 
EGGSMATCHERS and introduce Beaky, our new 
star of the video-game screen. 

(Ziggy is having a well earned rest!) 

Beaky belongs to ^ 

the family of ^ 

Andromedan Armed 
Condors, the rare 
goggled variety 




The numbers of his species 
are dwindling fast because of their 

rather foolish choice of breeding 
ground, on the planet of Crackit 
This unfortunately happens to^ 
be the home of a particularly 
evil band of creatures kn^wn ^ 
collectively as the 
EggsnatchersTheir s( 
matlcious intent in life ^ 
is to extinctify Beaky's 
species by stealing 
or destroying the 
eggs by any foul 
means available 



» 



for 
Spectrum 48K 

Comniodore 64 



aRQtkeEQd 



I Your objective is to try and brood, hatch out and rear as many little Beakys as 
possible through 12 different screens of formidable but delightful arcade action. 

FANTASY SOFTWARE If Jiv^tllJibJe from W.H.SMITH S, JOHN WENZIE5, BOOTS, WOOLWORTHS, 
\ LAS KYS , GRE E NS , RU M B ELLO WS, S PEClD U M G ROUP arHi «IJ oth«r good software retal Ic rs. 
Beaky Jind ttie Eggsnatchen h stv<iifable for 4SK Spectrum and Commodore 64 at £6.50 on cassette 

or on dixJc for the Commodore 64 at £9.50 from 

t_ FANT/ASY SOFTWARE. FAUCON8ERG LODGE, 21 f\ S J GEORGE:!* ROAD, CHEtTENHAM, GLOS GL50 3DT 
despatched by return first class po5l together with free membership of the Fantasy Micro Club. 
Trade Enquiries welcome - telephone 024 2 - 58366 f . 
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ZigZag 



Producer: DK Tronic s 
Memory required: 4BK 
Retail price: £6.95 
Language: machine code 
Autl^Qr: E. Hickman 

Zg Zag is one of those games 
tiiai provides you with some 
pratty sop^tsticatad equip- 
ment, namely a Vectrakker 
DKT MK II pfDtotypo fitted out 
with the I a test I n N a vtraq series 
MD12 guidance sysiem, elec- 
tfon pulse interrogator, 
residual p<la$ma drive monilor, 
sector entry code display and 
junction indicators. Junction 
indicators? 

The screen shows the con- 
trol console of your Vectrakker, 
with the sector entry code in a 
panel to ttw k)wer left. >energy 
drain tn a similar panel to the 
right, score t>onus in between 
and the junction indicators and 
sector map in a long par>ei at 
the top, In between is the vrew 
through the windscreen. 





The otiject of the game is to 
traverse the maze like corridors 
of each ot sis* sectors, pursue 
the inhatjitants called 
Scarabaqs until you trap them 
in a dead end. When the inter- 
rogator is fired at them, they 
give up part of a code for entry 
to the next sector A seoorKJ 
burst will kill them, which saves 
you chasing the same 
Scarabaq again, biJt drains 
energy.The sector is very sim- 
ple, merely a square ot cor- 
hdors with a tong dead end. On 
either side there are short dead 
ends alono every corridor. li 
lakes one Scarabaq to get the 
ccKte to eriter sector two. 

Sector two is far more com- 
ptex, and each subsequent 
sector after thai gets more 
complicated. In sector two you 
must interrogate two 
Scaratjaqs, in sector three, 
three and so on As you prog- 
ress through a sector, turning 
this way and that, a map builds 
up on the screen above, witli a 
cursor dot showing your posi- 
tion. The SEP panel flashes 

18 CRASH June 1984 



red when a Scarabetq is near, 
and is reported vert>ally if you 
are using the Currah micros- 
peech Once spotted, the 
scarabaq runs away from you. 
tumir^ corners and then wait- 
ing> The idea is to learn the 
s^or layout and disrupt the 
Scarabaqs normal retreat 
methiod to finally trap it in a 
short dead end wihen it may be 
' interrogated'. Should you 
select the incorrect dead end, 
the beast will escape and have 
to be chased alt over again, 

While this is going on, be on 
the watch out for hoverdroids, 
which fiash out from a junction 
and fire at you, draining 
energy. They can be destroyed 
by firing the interrogator at 
them, 

The view of the corridors Of the 
maze is in striking three 
dimensions, Bonus scores for 
each sector drop with 
movemsnt/time, liut much 
more quickly while stationary. 



CRITICISM 

In my opinion. Zig Za^ has 
Ijeen worked on more for its 30 
graphics (and good they arel) 



than its game pJayability. I did 
en^y moving around after the 
victims and jjapptfvg Ihem (or 
interrogating them), but they 
seem^ rather scarce. The 
graphics are very impressive, 
wjtii fast, smooth scroFling 3D 
corridors, but I found the 
striped verticals tended to 
make my eyes work overtime. 
Generally, the game was 
reasonable with last move- 
ment and good graphics, I 
thought ihey could have made 
It a little more exciting though.' 
Zig Zag is an unusual game. 
The quality ot the graphics is 
very high, which hetfis to make 
it tun to play fh & corridors are 
dsschbed as a series at ver- 
tical black stripes endina in 
perspective cut off which 
accurately forms waits, cor- 
ridor tfoof and the sugg&stion 
of corridors leading off to the 
left and right. When you turn a 
corner, everything scrolls 
round giving a very reai impre- 
ssion of turning a comer. The 
Scarabaqs are also excei- 
ientty done, with large 30 
graphics, pounding feet, 
armoured backs, squealing 
around tight comers, and 
almost trresistil>ie when cor- 



'Vt htn v*yi uM RMMnar A poor MitSemlwq I* eom*r*d ind ptA unott 
InterrDgatlDn. , . 




nered, with their targe saucer 
eyes e/?d gaping, chattering 
mouths Seams a shame to 
shoot them! l wouldn t say thm 
this is a difticuit game, rather 
more an involved and hrig 
one. tt^s also a tiring one, btttin 
a satisfying way Highly play- 
able, quite addictive, although 
t don't know how tong its 
attraction will really last, and in 
my opinion among the finest 
games DK TronJca have pro- 
duced. ' 

The 3D effect in this game is 
quite lanlastic, it all rnoves very 
smoothly. Chasing a Scarabaq 
can became extremely tirir>g 
due to the fact that the maze is 
made up of stripes; f don't think 
this detracts from the game 
iTiough. One of the mosi useful 
fralufes is the map which is 
drawn as you axpbra a new 
Sector, so you can retrace your 
footsteps Monsters scuny 
very quickly through the maze 
tryeng to avoid you and take 
ages to catch - they are very 
well drawn. Ott>er than chasing 
the Scarabaqs. there isn't a lot 
else going on in the game but 
Still, it remains really quHe 
addictive to play, Sound and 
colour are wejl used and the 
Currah mocrospeech 

enhances the sound consider- 
ably. By the time you finish this 
game you feel physically as 
though you have run right 
through the maze. .' 

COMMENTS 

Control kays: A- fon^ard. 

Z fire, O. P leti-nghi turn, or 

Stnclair keys. 6 7 letl'right, 

9 forwara and Oto lire 

Joystick: Sinclair ZX 2. 

Kempston, DK Tronks 

interface 

Keyboard play: highly 

responsive 

Use of colour: very good 

Graphtes: excelfent 30 effect. 

qeneraliy of a high slandartl 

Sound', excellent 

Skill levels; each sector is 

harder 

1-ivas: depends on bonus or 



energy drain 
Screens: continuously 
scrolling 

Features: Currah 
Mic/ospeedh compatiWe 
Gerteral rating: very unusual, 
addictive and good value 

U se of c m puter 35% 

Graphics B3%' 

Placability 65% 

Getlmg started 33% 

Addictive qualities 83% 

Value (or money 84% 

Overall 85% 



Cybo-Run 

Producer: Calisto 
Memory required: 4SK 
Retail price: £5.95 
Author: Andrew Taylor 
Language: Machine coet« 

Cyto-Run i$ a Bersert?' game 

m traditional styie, that i$, df 
senes ol rooms with random fy 
generated walls to make them 
into verv simple mazes. The 
rcN3TT>s are infested with robots 
which shoot at you, and your 
jot) IS to rove around, clearing- 
all ihe rooms ol the robots. 

One alteration on the theme. 
is tjie time bomb which flies 
into the room and chases you 
all over the p4 ace . The only way 
to avoid the bomb is 1o leave 
the room and enler another, 
Here, you appear in the centre 
ol the room, not in the door- 
way, and of course it is full Of a 
fresh complement of robots. 





mikm • rathar wil-^alMl ' D i rnffc * 



CRITICISM 

'Cybo-Run ts quite primitive 
lookirtg as Spectrurrb garnes go 
today, and (he Ber^SfK' type 
garrte was played out some 
lifTie ago The TObots are ver^ 
thick, moving blindly aboirt 
despite the head scanners 
they have. Their shooirng. loo. 
is blind, although they have the 
advantage of eight-directiona} 
firing, where you can only 



Us« of computef 
Graphics 

Playabiltty 
Getting started 
Addictive qualities 58% 
Value for money 55% 
Overall 58% 



move and fire in lour. Moving 
from screen to screen. th« 
robots change colour but their 
intelligence doesnt seem to 
improve, All In all a clean cut 
version of an out-ofHJate 
game, which has the inherent 
addictivrvess of the type but 
adds nothing new.' 
This IS at>oul me best 

Berserk' type gams Tve seen 
tor th& Specr/um. Tihe robots 
are quite unmteHig&nt and 
hav&n't a clue wherB you are - 
they fust move and shoot. 
Because of the biock move- 
merit, I found my man difficott 
to move about the screen The 
time bonfJb is very good idea 
- it speeds you up ! Colour and , 
sound have been well used 
ar\d ihe game is fatrly good it 
you like (his type Pity about 
She cursor key controls. ' 
This was a (airly typica 

Berserh game with small and 
simple graphics and on the 
whole, not very memorable 
The character block move- 
nwnt is not very smooth, and 
it's irritating that you cant 
move and fire at the same time 
The walls, of course, are elec- 
trified.' 

COMMENTS 

Control keys: cursors and 0to 

fire 

Joystick: Kempsion. Protek. 

AGF 

Keybomr ti play: quite 

responsive (more dtfficull with 

joystick), arthough the cursors 

are a bad choice 

Use of colour: uninteresting 

Graphics: small, block 

movement. uninierestir>g 

Sound: above average 

Skill levels: 1 

Lives: 3 

Genral rating: fair. 



Submarine 
Strike 

Producer: Pulsonlc 
(Warwick Leisure) 
Memory required: 48 K 
Retail price: £2.99 
Lar^uage: BASIC 

Warwick Leisure under Ihe 
marketing name of Pulsonic. 
have launched a rar>ge of new 
games for vanous computers 
(eight for the Spectrum) at an 
extraordinary low price - 
C2.99 At that sort of price one 
would expect that the collec- 
tion would contain nothing very 
new, and on the whole this is 
the case, with a lew reason- 
able games and some very 
poor ones. The quest ron 
remains to be asked, despite 
the low cost, are the games 
worth it? 



55% 
50% 

68% 



warning, air-raid warning and 
air-raid over indicator, then 
there is a periscope view for 
attacking shipping arvd also for 
shooting down aircraft. 

Controlling ttie sutj is quite 
Simple with self-evident keys 
described in the intay card. 
Messages are gtven you by the 
computer along the lines of, 
enemy shipping movements, 
imminent aircrah attack and 
damage reports. The mission 
IS terminated if an enemy ship 
reaches base, you oin out Of 
air or fuel, run agrourxJ, use 
up all torpedoes, or if you are 
spotted by reconnaissance 
plarws. 

CRITICISM 

'Of Ltw Pulsonic garrtes, this 
was about the best one, I 
I hought Although rt couldn t be 
descntjed as a higlily technical 
Simulation, it certainly man- 
a^s to be fun to ptay The 
radar screen ts actually quite 




Tlw command cvnin o\ Subntwfrm S^nlltJi. 



Submarine Strike is a sort ol 
simplified version of Hunter- 
kater (Protek). You are the 
captain of a sutxnanne with a 
mission to destroy as many 
enemy ships as possiible with 
10 torpedoes. The enemy has 
to gel ships from Base A to 
Base B. which show up on the 
centrally placed radar, A map 
facility shows tfia lot^ playing 
area and relates to Itw radar's 
more limited view. Hazards 
include reconnaissance 

planes whicfi must be des- 
troyed, enemy air attack. 
Iar>d-based guns, sutlocation if 
submerged too long, running 
agrouno in shalFows, and sea 
attack if your torpedoes miss 
their target The screens 
include the map, control room 
with scanning radar of tfw 
immediate area, speed indica' 
ti(on. depth, course, lorpedo 
supply, on-tx9ard computer 



effective, with ttie scanning 
tine rotating round, and 
recrotiing tt% image each 
time. The depth indicator is 
rather primtUve, rT>ereJy a sub 
shape on top of or urxler Hm 
blue walef . with a graphic rep> 
resentation of the sea bed. 1 
Ihink this one is worth the price, 
although it'll r>ever replace 
Hunter- Killer lor the real simu- 
lation addict 

I found this game Quite 
good It has reasonable graph- 
ics and controt is not too bad 
either. G&jeratfy. even at 
CZ.99 Pulsonic games seem 
to be poor value. This is due to 
the fact that they use so much 
BASIC and m^y of tfiem are 
very dated However, thts one 
is probably fust worth ffte ask- 
ing price. ' 

The graphics work quite 
well, especially the radar, and 
ItJings happen quite quickly. 
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It's easy to get kjited ofl. espe- 
cially when twice in a row you 
are Spotted by reconpratssatic^ 
planes Thiere is a chance to 
shoot them down but your 
gunners seem to take ages to 
reload after a shot pTottirig 
yoyf way round I ho largish 
area of sea and islands can be 
«rt|OyabJe if you like simuia- 
tkjns. This IS a tairly &imp4© 
one, but I would think it worth it 
des(>ite the BAStC program- 
ming. 

COMMENTS 

Control heysf M = map, 
! - compuler. C c^iaftge! 
course, S - speed, D dive, 
U = surface. P = pan perisa>pe« 
F - fire, R reload 



Use of colour: average 

Graphics: reasonable, good 

radar 

Sound: poor 

Skill levels: 1 

General rating: average 



Use of computer 50% 

Graphics 52% 

Playabliity 45% 

Getting started 43% 

Addictive qualiti^es 45% 

Vatue for money 60% 

Overall 49% 




It's the 
Wooluf! 

producer: Crystal 
Compiiting 
Memory requirecl: 16*C 
Retail price: £6.50 
Language: mactiine code 
Author: Martin BuUer 

Some ttrne back Virgin Games 
released a game called 
St^pwalk in which you had to 
guide Be% the sheepdog 
around and herd the sheep into 
a pen. avoKJtng vanous 
hazards and farm crops which 
the sheep aie it wasni a v&ry 
good game with sl^ow BASIC 
programmirtg and urtconvinc- 
Ing animals. It's the Woofut! is a 
very similar idea, and sorrte- 
what better lookirvg 

The scfoen is dissected by a 
river towards the tiottom with a 
bridge crossing to ttie top two- 
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thirds At the start ol each 
game the 1 sheep are float- 
ing" about on the twttom nght- 
hand oom«r. First they must be 
herded alorw to the left and 
over the bridge. Being sheep 
and somewhat brainless, they 
Will fali into the river and drown 
if you re not careful Or>ce ovei 
the bridge . your dog must gel 
them saTely into the pen at ttie 
top right. The landscape in the 
top section is heavily wooded 
and the sheep wandering into 
ttie trees tend to get stuck or 
lost. The olher pfoblem is thai 
the woods are prowled by a red 
wolf who eats sheep. 

Each sheep sate^ herded 
into the pen is retumed to ih& 
oame for the i\e%\ lite' After 
lour goes, all the sheep are 
returned for the nest stage, but 
trees appear below the river 
and attract the wolf, and every- 
tti^ ftartt movtng faster too 
Althiough the sheep drown, 
your sheep dog ts a better 
swimmer, and he can t>e 
moved around the screen very 



fast as well. Unlortunateiy 
there's nothing he can (Jo io 
frighten off the wolt, so it s as 
well to keep the siwep out ot 
the uees where tttey are most 
vulrierabiie. When a sheep falls 
into water a big SPLASH 
flashes across the screen, and 
between games the Woofuf 
wtnks salaciousfy at you. 

CRITICISM 

This sheepherding game is 
a tot belter than the Virgin one 
of last year m several ways 
The graphics look better and 
the game moves much lasler. 
The sheep resemble summer 
clouds on legs ar>d your dog at 
least kxjks like a dog, afthough 
the speed at which he can 
zoom atiout the screen seertis 
a litlie unrealistjcf Unfortu- 
naiely. I was corivlnced at first 
(hat the wooluf was really a 
browri Cow - until it ate a 
sheep The wooJiy jumpers in 
ihis game are reasonable in 
theii rnoveinents and prove 
easier to herd lt\an in Sh&ep- 




irt flw woRHpni 



cow. It's easier to try and gst 
one sheep at a time ov$r the 
bridge and up to the pert, but if 
you get it stuck ir^ the trees, 
you may lust as welt s^y BtB 
Baa to it! The cohurs tend io 
overwrite Bach other, for 
BxampSe. it you take the dog 
into rfie rtifer he turns green 
end the surrounding river turns 
i>fack. t think this is iikety to 
appeal more to the younger 
player, although it is quite hard 
and fs reasonably playable. 

The graphics are all rather 
small, but quite detailed, over- 
aft It tooks a bit pnmrtive The 
game will get boring very 
quickly, despite the increases 
in playir>9 speed, because 
there Esn t really much to do. I 
thought this was a poor offer- 
ing from Crystal. 

COMMENTS 

Control keys: H^M up/down, 
Z X lett/right 
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walk But at the end of the day i 
this isn t a really eKCiting ' 
game, and to be honest. I was 
surprised that Crystal should 
have brought it out. I've come 
to think of them as rather more 
sophisticated than this game," 
After the sophistication of 

games and progratnmtng thet 
rystal have become known 
for, it seems very odd to me 
S^efUiey should have released 
a game tike this^ nevertheless. 
It IS a change from the usual 
shoot em up, md it is Qutte 
friendly'. The stmep react very 
sheepbhty. as you would 
expect, the dog (probabfy a 
coitief B obviously extremely 
tft arid looks as though he's 
being supercharged. The 
wooluf is twice the size of the 
dog, which is ur>rea'istrc. and 
looks more like a Hereford 



Joystick: mpme 

Keytioard play : responsive. 

but oddly laid out keys in a 

straight line 

Use of colour: average 

Sound; average 

Skill levels: progressive 

difficulty (speed and extra 

trees) 

Lhf e«: 1 sheep 

Owwral rBtlr>g: rnay appeal 

to younger players, a bit 

lacking m Content and not very 

addictive- 



Use of computer 
Graphics 
Pfayabitity 
Getting started 
Addictive quall^ties 
Value tor money 
Overall 



48% 
55% 
54% 
60% 
48% 
45% 
44% 



Pa winning team 




Talented people of alf ages and a vanety of 

backgrounds seem to be drawn towards the 

busmess of producing highly imaginative micro 

computer games that we all enjoy so much, 

Michael Broomfield went to Bath to meet 

Malcolm Evans, former micro processor 

scientist, and his programming team at New 

Generation Software. There he discovered the 

ingredients required to produce a game like the 

company's latest hit. Trashman. 



It >s astonishing how an indus- 
try as young as the Microcom- 
putfiT games business is so 
tide\ in lalenL But aSmost as 
surprising is Itie variety ol 
talented people from all types 
of backgrounds and age 
groups What they do share m 
common, however, is an all- 
cons urn ing unterest In rnic- 
rocomputers and. for those 
involved in prografnming, a 
desire to wrhte games wtiich 
are better and better. 

This varjety «n talent ts 
relleoteci perfectly in Hvm 
Gentration SoftMWf*. who 
Ai6 fucky en otigfh to have th ree 
exceptional programmers ol 
totally dilfefent backgrounds 
with their own unique slyles. 

Malcolm Evans, whose la lest 
creation is the exciting and 
tiilanous hit game Trashman. 
« the founder ot New Genera- 
tion Software Paradoxically 
perhaps Malcolm rtas a back- 
ground in hardware. He has a 
B Sc in electronics frorn Port- 
snnoutti Pdylehcnhc. and alter 
graduasing he was employed 
by Marconi for ^^ yeafs on 
spflc#crati design, But by the 
mid 1970s Malcolms career 
was gradually heading 
towards computers. After Mar- 




coni h© worked for Smith's 
Aviation at Basingstoke, co- 
ordinating research for 
compuier-based engjne con- 
trol He also wfole lest prog- 
rams lo< the hardware he 
designed "Then m i979 he 
moved to Bristol as a microp- 
rocessor scieniist with Sperry 
Gyroscope Through this 
appointment he became lamii- 
lar with the technology used in 
the earliest home compuiers 

Because of this interest m 
April 1961 Malcolms whfe 
bought htm a birthday present 
that was to change his lite - a 
ZX 81, which compleiely 
hooked his imagination By 
November of that year he had 
written his first computer 
game 

On the other hand, another 
of New Generation's prog- 
rammers. Paul Bunn. is only 
16. He left school wiih seven 
0-levels and decided not to 
continue his studying because, 
as he say. A-J«vels are boring, 
and be wanted to wnt© 
games 

After tsemg given an Atari (or 
Christmas two and a HrM years 
ago Paul has been fascinated 
by computers At school he did 
0-level computer science- the 
course included both history 



and the theory ol computer. 
His atan. which Paul has 
always considered to be the 
besl microcomputer on the 
market, was very useful m his 
studies. In fact it helped him 
complete a pontoon program 
and a maths education prog* 
ram (or his project. 

When he was still only 15 
years old Paul replied to an 
advertisement in a computef 
magazine asking for help m 
writing a book on the Atari In 
fact he was invited to write it all 
himself The book, Making 
Mosr ot Your Atari , published 
by lnterftc«, included all his 
progi-ams written to that date. 
1 4 games in all m basic pjus a 
tutorial about some of tfw 
points which had noi been 
raised in iho Atan manual. The 
book was very success! u I and 
with the royalties Paul was 
able to buy a disc drive 

Within just one month Paut 
wrote another book, Games for 
me Aran, publtshed by Virgin 
This had 21 games m basic t>ut 
with machine code sub- 
routines The book was so 
successful that he was able to 
buy a modem, a touch tablet, 
an Atari flOO. an SX printer and 
an kmeiiace module Pauls 
latest book. Gatting StaneHon 



Your Atan. published by Fut- 
yra. is in the shops now. 

Paul joined New Gneration 
Software after he saw an 
advertisement in lf^e Bristol 
Evening Post. Says Pau*. "( 
leapt out of the chair and dial- 
led the number immediately, 
becuase it ottered everything I 
wanted. 

Ttie decision by Malcolm 
Evans to form f*Jew Generation 
Software was not so spon*^ 
taneous. Rather than leaping 
out ot his chair Mateoim 
engaged in a slow thioughtful 
process which fed htm mevit- 
ably to the setting up ol New 
Generation Software m the city 
ot Bath. 

Malcolm designed his first 
gam« m 3D. reaHy just to see 
what his ZX B1 couJd do. 
Someone suggested thai i\ 
was good enough to sell. arKJ 
so by February 1982 30 Mons- 
ter Maze was launched Soon 
after this Sperry Gyroscope 
closed down in Bristol and 
rather Ihan move to Bracknell 
Malcolm took voluntary redur>- 
dancy and concern rated on 
computer games, From the 
outset New Generation arxl 
Malcolm Evans have tjecome 
synonymous with 3D graphics. 
of which his second game, 
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Escape , ts a famed example 

From now on things }ust kepi 
on improving for Malcolm and. 
New Generation Software, in 
June he obtained his first 
Spectrum, by November he 
had wrdien Escape for the 
machine This was lol lowed by 
3D Tunnel m February and 
Knot m 3D in April 1983. At 
abouT this lime Malcolm was 
joined by h^s bf other Rod. Rod 
IS how Ihe rnanagrng direciof ot 
New Generation Software, 
thus atiowtng his brother to 
concenirate or> what he is besi 
at ar^d enjoys - wniing games 
fn Seplerrber 1983 Corndors 
of Genon was released and in 
February of ihis year what is 
widely expected to be their 
best hit to date, the highly 
imaginative Trgshman game 
was launched, 

New GeneiatiOn's other 
programmef is James Day At 
19 years oJd (his ^3 James s 
first job. and next year he is 
planmr^ to go to college to 
read physics and etectfonics 
Already he has developed 
several games. 

MatcoTm, James and Paul 
work very dosety as a team, 
metfcuiously consicJering 
every detail, ertsunng highly 
finished quality graphics f^ai- 
colm t>elieves de-buggtrvg is 
very innponant and ensures 
everysub-routineisthoroughiy 
checked Thats why their 
games are so polished After 
all. 1h« amusement in Trash- 
man partly comes trom the 



*^m a«fw*uan vltlf o«ft iQ r(ght>: Pvuif Btion. Rod E V WW (HSMdii, j»(t>h D«r uni IMealni Emm. 



reaNsm o1 the graphics For 
example, when the Trashman 
develops a limp after bemg bit- 
ten by a dog. or when he slows 
down with the weight ol a dust- 
bin. 

The amusing messages that 
come on ihe screen in ihts 
game show how much thought 
has gone mto it That's why 
Malcolm believes that hard* 
ware must improve belor© he 
can develop more complex 
games- 

The quality and finish of New 
Generation s Games has so 
impressed one of their rivals. 



QuIcKsJlva, ihat they have 
marie an aqreement to market 
ail New Generation Ganws 
world-wide, for the Commo- 
dore 64 

With recognition like that 
New Generations program- 
mars must have a shrewd idea 
of what makes a successful 
game. Malcdm says it must 
have addictivenass and giood 
presentation' Paul also thinks 
addict iveness ts essential plus 
good graphics and sound'. He 
also Ihinks a game should be 
something different, like 
Trashman . 



So thats the team Paul an 
ambitious teenager, typical ot 
his generation, except tor his 
astontshir>g aptitude tor com- 
puters Malcolm, an electron' 
ics wizard who was lucky 
enough to discover he can 
make a business arourxJ his 
(ove of microcomputer prog^ 
ramming, and Janres, soon to 
go to university but in the 
meantime an essential pari of 
the team 

All very differer>T. but all 
determined to write excellent 
programs # 
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SPECTRUM'S ADVANCED KEYBOARD 




■ The liO:»PHOrnjE professional keyboard is ihe ultimate 
upgrade for your Specmun, By replacing its existmcf keyboard 
wiih a high quality LO - -PROFILE, you give this worM- 
beatmg computer the keyboard it deserves. 

■ The LO -> >PEOnLE is a fdl size QWERTY keyboard with 
(ull-travei positive-acnon keys lor super- (asi entry of programs 
and data Presented m an ultra- modem and robust enclosure, 
the W)»PROnLE is elegantly styled and is inclined 
forwards for convenient operation. 



' Featuimg a full size space bar with dedicated numeric and 
curser keypad the LO- PROFILE increases the number of 
keys from 40 to 53. A combinauon of clearly labelled, 
sculpnued and height-adjustod keys aids the advance to 
fault-free touch-typing. 

E Advanced Memory Systems ha.ve establis:hed an excellent 
reptitation for product reliabiliiy and prompt delivery This 
product has been tested to an impressive aO.000,000 
depressions per key and AMS offer a full one year guarantee. 
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£49-95 
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FROM ADVANCED MEMORY SYSTEMS LIMITED. 



V 



Pining youi Spectrum computer board into the 
L0»PROnL£ keyboard is easy. M you need is a 
screwdriver to seciure the board onto the base of the 
keyboard enclosure usiitg the nrountings provided The 
W>>>PROFILE is compatatale with ali Spectrum add-ons. 




\ 



If not available ftom one of our 200+ dealers then Gil in the 
coupon and we will send ^ou a LO> >PBOFIli wnh our fun 
no-quibble money-back guarantee. Or phone 0925 602690' 
62307 for instant Aoce^ or Visa orders. 



. Lo»P»Qfile Kerboazd at £49.9S phis 
£2.90 p&p (VAT iivchisive) 
I endcse a (die<^JAl^> i« £^.__,„» a d^Mi my ciedd card. 

CaidNo 

ri i I I I I I M I I I I I I I nBaidayc^ 

LJAoDefficatd 

Sigmtma, Date 

Name 

PosUnde 



Td: Advanced Memory Systems lid., 
Woodside Tscbnaiagy Centre. 
Greet Lane. Apcdeian, Wamngton WA4 WG 
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E'N*l*G*M*ACQn you break the code? 








CONTROL 



ACCEPT? 



REJECT? 



ACCEPT? 



RUEO? 



ENIGMA ISO new type of computer gome. Jn most 
gomes you hove o set of rules In these games it is 
thelother woy round. The Qome will be over when you 
dtscover the rule by which it (s toeing ployed. The 
computer will occept or reject cords - your objective is to 
discover the rules. There ore five rules in oil - but don t be 
discouroged - the gomes con be solved - if you hove 
enough imoginotion and persevere nee. 



Available on cossette with full instAxtions for the DBC 
'D , Electron ond Spectrum machines, at £9.95 including 
VAT post ond pocking. When you've solved oil the five 
games return the cassette with L4 to us ond we II send 
youonotfver 

Dealer Deals Ltd 20 Oronge Street, 

London WC2H7ED 

Access cord holders ring 01-269 21 8fi 24 hours. 



jTo Deoler Deals Ltd, 20 Orange Street, London WC2H 7ED 



n 



Please state mochine. 



.Please rush me on Enigmo cossette. 



I 



I en<:lo5e o cheque/RO. for £.9.95 payable to Deoler Deals Ltd or debit my 

Access cord No^^ . .Signoture 

No me ^ . Address 



Li 



.Postcode, 



T_i 



4ffw*iA;ltdin9M1«i; 




^% dungeon 'Butf tier 



GRAPHfC ADVENTURE SYSTEM 
SPECTRUM 48K 



Th0 Dungeon Builder is a highly soph islica led pfogram Hnsbling 
mechrne -code graphic advflnlures to tKwraienqupckJyarKieasilv^, 
even by thos« who have no programming axpenefuCAdl all When 
cre^iiing vour actventure vou can choose from 1600 possible 
locations whtgh are wi$u3lilv displayed on an oc\aQona\ iaitfce. Th& 
program gtves you ih^f^ciliiv 10 illustrate your chosan localtons it 
VOM vvish A separate "Qame-makflf^" program i$ provided wtiich 
erwbles si and- alone games lo be rrtade that will rtin on Spfrclrurris 
wthoul 'The Dungeon Budder' being ptssuni. 

A lully iliuBlraled tOO page instruction book ts pfovid«d with 
the program Th« program may be used lo write a<lventure» for 
C0fnm«rci4l Lt$« and no royalty fees are required 

"The Dungeon Buitder" is ftvatlable from larger brartches of 
fioots. Lt^hinmg Records and Tapes, and good computer shops 
You may ^'so order direcl li'omi us by lending a qh«que, P.O.. or 
your Access number. Access orders may t^e placed bv phone. 

Price £9 95 inc. V.AT. 



TOREAM^ 



Ple»s9 send The Dungeon Builder' 

N^me mi...i.i.^ '--- ^ -- - -- 


Cost 

PSiP 0.50 
Total 10.4S 


Address 

Access Number 

|jl ,ipp'ic.Tibfe> 
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DREAM SOFTWARE LTD. P.O. Box 64, Basinasioke, Hants BG21 2LB Telephone: (0256) 25107 



NOT JUST A PRETTTiFACE! 



Light pen and 
Interface 



•. 



ur new generatton light pen and jnterface is 
designed specifically for your Spectrum and 
works down to pixel level for complete 
accuracy. 
f^Jow you can produce high resolution illustrations 
with the 16 pre-defined instructions, selected from 
the screen controlled menu. Change colour, 
border, paper, ink. Draw circles, arcs, boxes or 
lines. You can fill in objects with colour, insert text 
^ or draw freehand, save and load 

'completed or partially completed 
^ screens onto and from a tape 
L and with a 48K Spectrum 
^ retam screens m memory 
and animate. 
^ You can also use the 
machine codes tn your 
own programmes for 
selecting from a menu, 
, playing games etc. 
(all entry points supplted). 
The interface (its 
' neatly into position and 
r comes complete with 
software cassette. 




I R«as9 rusTi ine the louowing 

* ....... Ltght pen and mtarfaoeca),, &t. 
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DK Tronic! Ltd., Unit A. Shire HItl lndu£trl;it Eitflte, Saffron WMden. 
EsscM CBX 1 3AQh Tetephone: (079<7| 263 SO |24 hrs) S lines 

The Spedm/fiCcmeciicH. 
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MAIL ORDER 




AGF Joystick InterfcKe II 
for Spectrum or ZXSI 



Ptot. ih* AGf ■■mrlH Jl it nwi bKW vaku Sme* mt 

m mM ovv 100 gv*i*i « ui^liiv^Kitnvni 1HT^MlAM riw 

UPttMllHl H iM ntw law Urn. 

<n«rpsn<M| tw Ui ti«4i«#um mm ^ptiMm ma 

■#»•*, nvfm iKli*r fHTH^W^t t»» tjt «PH><^kd M 
wm tmi 'I H«f< PkIci, ^rtfilm, JBii tf i Unm (fc, 

^M\ w*r conflict tKctrictllv Wtfi wt^ othar aMon 



#*o >au Iwi uk* uiw*dinf l« » men nt^ifM joirttict 
ifttov Ttu CM cktim lim t^l n* !■ ■ irti^ titim or our 

AH *C^ Jovittdi murtmt *iii Mtrk wMh anv utduaw 
il«tdlrd pavKicb ll«tA« i|Bn 'D' pHtr ' intkHfUn Oiiitk< 
Sim II «nd *■ nt*TncU«W t M i ua ltoi 



ban'f atd* "tar Ma . 



AQf. 



Joysticks 



Tha choiea rt v<3orL T'l* ttwaa i d Ouldi&ial >i aKtHati vitua 

If y wnwutad IwiAt «iil<i a t i w ii ana m m* Imnf ^nw^ liat 

upinvitlonai buttsn « W Sm. 

Faur tail at cord wiiuiiiaiai ^ ita MHhinrv lundard tptn 'D' Mrf 
tv evHMtiblMv iw#i suJ' imvfam sr iMae4 lunmcbet id a 

iai*«riwi «C hAnt* <nl<4ai 

Tnt riatt OuitaS^M ^t ho iin^wad rt^oxf we^ a lf<np Iwa Ann|i 
wm^ «l ihIJ M ih< <««' rating aetwi wmi I Niwcfv b^w lvira*to 
■A*Bn m^lfv Thi ripMt rtr* kmI^, «*wh MIam i ewMvWI 
IPMoi af «>lli Hiiwrv n«niMilY * bulivi pnnt anqiiiad tBraKh 
ana, » >««»d »i >Ni bM* Iw aaav » w i* m v** 

Cwd linpN «id lannnaMHi <iai ita iiandanl OitdkShot umitTolte. 




QuickShot Q 



OuickShot 




I 




^ij discount off our Pfogfommoble 



Interfoce-vQlid 1 yeor on orders over £18 




i free m/c orcode gome 
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post free both woys 



Ptuw ■itcw tip 10 M 4W **v>< 



pI'Milaart far If rr^ivrt* Md mm uHri>«i).»ia 1i day nioi'ifv 



with i»t noo 

Space rum cirtly 



FflOIV 

ABO»^i 



> e««cuBi AewiautjfotTAi^QWWitMvAiu to Aflf HAap-ffAftt f on t 



SCNDJ4<<Q STAMP MEfOEDI TO A.a.r HAHOWAAI. OtfT I 



FHECnST. IQ&MOft H EOtSL WE$T SUSHlL n3Z3 DVl 



QTV 



ONt 



iTfM 



AQF jQvmCK IHT^R^ACt <| 



QuiCKSMirjorSTteit 



OUICKHhOT II JOVCTICK 



dSOOHjHT voucHcn tr onHn t xcif ot f ie 



z>ai □ 



IKS>ECTFIUM ;j 



ihiat aiiii 



tUM'mci 



«H 



**i 



11«« 



FREE 



nHAL lOVAI. 



TOTAL 
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iri tietn very tough to choos« a l&ttef this month. I wasa t^h 
alirm«d when I saw th« mailbag atlcr issue one, t>ut this is 
ridkculous. i mean - Uke how many trees are you cutting cfown out 
lh>efe 10 wnie to me? Ser <ousJy. ftigugh. I 'rn ovefwhelrned - amj bc^ 
is ttie Ludlow Post Otficel Keep your betters coirung, ancf you dont 
really have to grovel to win. But as i was saying, it s been a tough 
one Ihjs month with so many enoeJIcnt writers to choose f Fom.Tri 
lhe end, und becaus* he » obviously a i^oyd Mangram champiOfi, 
this ofliering trom Ian Foster gela my vote this month (this should 
get you all groveling agalmiii- 



OmtLIo^, 

Frtday the i€th came and w«nt 
with no sign of CRASH, there 
w^stlH nothing a week later. 
What had happened? Had Lloyd 
b««n dona In by Roger K ea n 
tMcaufte t>e was fed up with tt 
perfitstenl grovelling and 
tM»c?vt«« his kn4«ii were 
weating out tlie carpel? Was 
Lloyd in shock alter being ghren 
a pty rise {no such iMick - LM)? 
Was Uoyd CRASH'S bank 
balance not abte lo withstand the 
strain oi this genefQsity ? Had 
Lloyd s rftal ideritiry oJ Lofd Lucan 
tinaliy b&ondi»>over&d?Hadttw 
CRASH team been earned cfl 
gibtwing by men in whiio coats 
after spondii^ wuMto trying tog^i 
Zig^y oin of Doo*nsday castfe? in 
short, had CRASH crashed? 

All these questions and more 
weft answmed wtwn, on the ZSMh, 
ma New LocA CRASH 3 arrhwd - 
now in Itw sense of the paper, 
which was a wefcomq 
irnprovemenl - Ihe actual contents 
afe still damn near perfect . Well 
worth tt>e wait, I say. 

Seryxtsly Ihough, as an otd 
tOQey of 23 who's never been m 
an arcade kn hi$ tile and who has 
only been §amino i^irice 
Ohnstmas, I would !ike 10 part Out 
ar\ mieresting analogy between 
itte cLFTrent sottwafo scene a /a 
Spectrum atyii America n corntcs. 
Bolh tndusir^s are, at the 
mofnenl. enpoying a boom period 
with a tloocf of titles every month. 
I The problem i», in txMh cases, that 
i (hsfe ars a kA of quality tittes 
ooiTHng out each monih and it is all 
ttte average buyer c^n do to N:e«p 
up wrth current htles , WiVrt cooties , 
people iu3t havers t got enough 

I moi^sy left lor beck tssuBB, so the 
' martlet is stagnarvt. I would say 

that a Simitar situation oxild s.nse 
withsoflware In CRASH 3, tor 
'• siismple. Ifwf e are eight new titles 

I I would Ilka but there ts no way 

' reafly I can aftorrl tfiiai many each 
i month, u well aa cottechng the 2S 
or )0<)l(ter tWe:& from iB&t year, or 
earflaf this year So if one just 
ooncenftrated on ^etttng ^ast year's 
utles, ther>. by the time you ve 
■oiuired ItWTi, this year's new 



iMles wit) be IM year's old Wes. Of 
you under^HTKl this, you know 
more than me F) 

Now debt oel me wrong. I'm noi 
against this pblhora of ^ood 
^mes, qutfe the opposite,, but I 
just wondfir, with so many 
marvellous titles being ^eleas^, 
whether tans wili be moro 
selecttvG and excellent games 
otherwise worthy ol putchaae may 
lall by the wayside - afid with 
ihem, the companies, It's going lo 
bo an iniereslirig year I reotpn, 
whei wilh Pariter and Atari 
bringing oul ganms at prices I 
betiovo to be pcot^bjtive for most 
British oamer$. Okay, soitwy 
shoiid pe of high quaitv. and may 
be \h6 dettniliv© Pac Man, Pole 
Position or whatever, but then. SO 
3re a lot of British produced 
games. 

There seems to &e a myth that 
Amefican prografrimors produce 
the best ganres, but I recKon that 
our txyyB' can give 1t>e Vanks a 
run lor ihoir money any tjrrte 

Some quick points to eno on 
Did you catch that fuss about Sitip 
oi Doom in the Sun*? Oonsjdefing 
Itwi age of the game. I would 
hard^ call Ehal a (OurnalisDc 
scoop, Tt«Hes too much 
interlerence atready m cinema, TV 
and video H v^uld be a sad day if 
censorshkp controts reared itiew 
ugly heads m iha soltware 
industry Did I win a Ooomsday 
C^&th Irom one ot your 
competiuons - I received a copy 
the other day withoul a cover nolo 
and I h«te mii^ehes? 

By ttw way, ri you're stuck tor a 
choice ^ to wno to awwd the Ci 2 
to. then just bear m mind that 
should i be horwured enough to 
receive tt, then I shall irnmediatety 
investigate a Give Our Lloyd a 
Pay Rise' campaign Mih Hying 
pickets de$cendir>g tn droves to 



ia^h month i'll be choosing ths best i^twr from tm 
posici,9g, ^nd. as well as publishing H, f'ti »»nd tha writer £12 
worth of sotlwan o! his or her Choice {tt can be two casse/fes 
as iong as they come within the £12), I've had to grovel on 
bended knee to the editor for thts, so you'd t^Qtterbe grafefuJ 

Send ifouf ietters to Uoyd n/fangrBm, CBASH Fotum, PO 
Box JO, Ludtow, Shropihira S Y6 f D0. / can 'r promise to print 
aver/thtng that comes inb&causespaceispreciousn'mtold} 
but t il do my best 



SOFTWARE PRAISE 

Dear Mr Mangram. 
YoLf appear to hive been fiigNy 
praised by coniputer €writr$ tor your 
positive and DutSlandifig atltludc, 
bill no comment has fvl been passeil 
by cofltpulcf sGitware tompiames 
You provide ju$i whal ewttyone 
nf e<lt and ihe nervier yo^u olfer ts 
excellenl. As software ii quicldv 
tatfA. prom pit reviews are important 
M i fair and unbiased way a\ lellmg 
lire public abtiij] our products, Tttis 
lairness is enli arced by Ihie novet 
idea of three reviewers la one game. 
Your conlinemenil to one compuier 
and the lacii ol listings leaves ample 
space lor reviews and a us,elul 
re lere nee section. 

This quantity i^ives plenty ol 
choice, whicti means Etial customers 
fealJv can be sure they r & getting the 
t>t£l Well done > 



^^^ 




besiege ttie CFIASH offices, unhl 
Roger (Hq Who Musi Be Obeyed) 
Kean relents. Just thioughi I'd 
mention H. 

tan Foeter, uitoMttr, 

StaHordfthire 

PS GryiJt covers horn Oil, 

'^ra'd' that isstis was a bit late, 
due to B change ot distrtbuHon. 
CflASI^ witlryow be amving on 
the news-stmtids at Nie end of 
gvgry month t'm safe fnojjf of the 
sottw{ir& hoiJ^es think mts wHtba 
an interasttng year However, 
Afan prtc^ are 6ased on 
pfograim wtncfi have targety 
been put tdgattter t}efB tn tjritatn - 
tt's notrn Ihougti they re 
importing expensiv^ produced 
American programs. My personal 
opinion is that they're out of their 
mmds at that price, but a tew ol 
the Bntish software tyouses seom 
to do uppfryg ^eir prices too. 

Yes. yoti did wm a copy st 
Ooomstfay CMHe, Tha fitss m tfte 
Siif} and ^Isewhen wus daft. Bvt 
pumaiis te are noted for fmowing 
vary ktUa atfout mryO^g (apart 
from putis), so you can t biarrie 
thorn for thinkmg /r was att /aUy 
exoting stuft As tor the 
censorship, it ioofcs as though it's 
here realty. But how it wiii work 
rtea vera WTO ws,' Can you imagme 
a board of cassette censors 
siting down to piay a 200 tocetion 
advantufs to tmd out what's in it? 

thanliS for Uta support, tan. You 
$ee tt&w gpoveSmg civi malte you 
awtrmermfifai 




Yours since re ty. 
Gcor^ie Lubega, Digital 
OeKterrty, LeetfL 



m TOTAL SUSPENSE 

Dear Crash, 

I am totatty impressed and 
dazzled with your extremely 
csonvnendabtfl t-flori of a 
magazine There «> however. or>e 
sUght 9iag: ~ why is CRASH so 
late in coming lo our pa(t ol ttie 
wortd (Kenii, when a larger plat» 
like ioTKlan recewes it earlier^ We 
seem to be tcepi in the dark and 
total su^iponse lor two weeks 

In i^^ue 3 yciu rt< vk,<w<!<j tha! 
brilliant game Pi-bsHwl, but I don't 
Ihinh It was grvon justice, BZ^o fS 
quite high, but in my view rwl high 
enough. 

Abo i think, and so do moei of 
my fner>ds who buy CRASH, that 
advenisiemenis are takir^ tt over, 
which IS a deep shame. Sefore I 
buy a game { chedf to see if you 
haw iwrtewflU n, but if chash ts 
Hiied wWi advetttsemcnts not so 
nnny Qatnes can be reviewed . 
CaldjMtion; nw ityon e-ifard i« 
idnTMNt trom adverttsements. 
Pttul GranvfHe. IMdatofte, Kent 

PS, Terminal Man tsBifii! 

The timaot ttte month at which a 
magazirre starts to appaar tt\ your 
fjpwsagents c*(jpeorfs very 
hsavsfy or* Ifte whoiesater your 
newsagent goes titnju^ torfwa 
stock, in very ttig cttiaafSta 
London, tttora is an mttremelY 
efficient and fast sarv^ to me 
shops, not quite SO fast away from 
ftie Cities CRASH lOtiafty 
appears three to four days ahead 
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ofltuB otticial on sate' date m 
London, whereas it's cOmmtMi 
dnough to find tt appearing tt>rwi 
to four d^ys after thst dats m 
CO yntf\ ares Can 't cotnment on 
PhBai)«ci -Myoo say, K?%*s 
quite high, nffvy Ngh by auf 
standards. 

As to Bdv&riising, fou ate right, 
sbaut one-thtrdot CRA SH is 
taken up with ads Afo^f 
mtgminss havo a rattan of 
bvtwMn twQihird and one h&tf 
foradmrtfsing Altammively, they 
say how rnany editotiat pagm 
there wtH ti6 and Wen the rgs! will 
ail be advertising, t/?e bigger the 
mag aets the mote ads there are 
in It At CRASH ive dscid&d to b& 
tieavtly editorisi-ttas^ and k»«p 
thG ratfo , so shoutd ther^ &e 
Signifrcarjtlv more ads m tuturg, 
0»r& wiu mo t3» mof* ffsges to 
road. 



MISSED OUT? 

Dear Lloyd, 

Why »$ the March tBsue No 2 and 
th« Apnl i5$ue No 4? Have I 
mi&sod oul on Nio 3? I thintc 
CRASH ia eKcsUenl «nd would nol 
i want to miss a copy. 
Martin J«n«s, Le{gh-an'S«fl. 

Mo you hav&n'i miaaed oiM. 
fuSartm, but thti layout mfisthaa - 
ho's massing a ffrTgvf on the teft 
hand, which mitsl ^ccpunt tor hiS 
Strange nmttKfd of adding up. 7h<f 
way he counts it goffS t 2-4-4 
SStffc 
LM 





IS THIS A RECORD? 

Dear CRASH, 

Nowadays pcaise tor soHw&r© 
houses ts few and tar beiw&^o. 
but I feel I mu5l wntt? ir* toffii (va^se 
arK] admiratiOri fpr Quicksilva 
rwl Orty did Iti6y pfWluC? I he 
highesiqualMv oanws For the 
Spectrum, but tn«y are rartNii ki 
their public, A lew mortihs back J 
^urnbie wrote to ttiem on such 
I trivial mailers I thought I would 
I recoive n>o aRention But of>ty orie 
week later t got a fflply by f ^rat 
class post signed liy Ms S 
CliftfMi. uktKch sflNi Itra! the 
soflwarp rrvanagef wflS away, but 
as soon e^s he came tech he 
^ wmtktboiroubiodbiV'liMftoipa&fi 
I commoni on my leitar. Astounded, 
10 eagerly awaited a reply Lo arwJ 
txryold a Mter Mly coirift»ni iftg 
I on mina was sent. Itits lime ^ned 
by the bug txjss himsell Alter this 
I continued a cof restxindence wiih 
Ms CliHon Iw fcurf ITwre letters, 
all ot whM:lii she anavvared 
personally, I cani put Into writjr»g 
the respect I have (or Ouictuutva in 
an age when letters va 
f eplied lo with printed streets 
ar>d advert isirtg Murtts 
Congratulations to I'^oicksvtva for 
f erriainhng laiihful to Iheif 
customers, 
Jaiusin West. Orpington, Kent. 

PS Iri April s isi^ui) a Mr, 
Htgginson as^ed if one miUion 
plus ponts on Zoom was a record 
WelS. Jim, rl isn'l - a record tsa 
found black iNng with a hole in the 

Thank you tof putting as straight. 
Jason. Mr tltggihson -rwjw ydu 
know 
LM 



IS THIS A BLACK ROUND 
THING WITH A HOLE JN 
THE MIDDLE? 

Dear CI^ASH arid readers. 
In irw Ih^rd ts^uO >i Mr HolmaA 
Slated he had ooi on to level 1 3 of 
Lunar Jebuan. This is noitiing! My 
friervl Kr^cws ol a boy who has 901 
on to level 20 The anens are 



Y^ 



Overwhefmingly terrible 

Kids at our schod have got on 
to Java! 32 on (^wckie Egg 
AAOCher peraon jjot 93 cups on 
TraniAm and d^ over half a 
miiibn mills' Arwther person has 
completed ?&*«.' of Jet Sef Wiliy. 
We keep ashing him tor the 
tacratsbut he never tells Lts i 
woubj t>e pleased lo ehat o4 other 
N-sooraa. 

Kokee Khan, W. Knighton, 
Leicester. 

PS ('appfOKimately} PPS. I think 
your mag is brill. 

Good qriet' Who sro att (Ifrese 
I people you know ? As tor 
' Tram'flJtA ft might tteinter&sttftg 
tor readers (o kriuw {u^t how 
many mafor se/v*ces dfd the 
vehicle require to do that 
distanco"^ 
LM 



RECORD JET 

Dear CRASH. 

I know you will not twlieve me, but 

my moiher can vouch for me. I 

have ju$i scored 257.260 poinia 

on level 1 9 ot Lunar jBtmsn LASt I 

saw the missiie needed 26 or 27 

laser hits to desiroy il Is iNa a 

record'? 

Vln>cstftt WooU. Merrktn, Oyfed- 

Of course *e t>eiiei/e you. 
Vmcent My mother vouches tor 
me ait the while . 
LU 

28 CRASH June 19&4 



I PHEENIX SOUND 

i DearEdilor. 

I I would Itke to oorrect your review 
ot f^f^emn in the Livtrig Quida ol 
Ihe April issue Forpa^^vfho 
gel tidred with li$ier^irtg 10 the 
music ycMj can slop it and the 
^rollir^ stars and get siiaighl on 
to (he game by prsSe^ itte nre 
button Of SPACE This should 
make the game less annoying arid 
more addjciive. 

Your rnagaiine is brilt fantasiic, 
|usi more than words can say 
Keep It up, I woiJld be gratelui it 
you could review ^pace Stmion 
Zebra. Mugsy and Psyiron as 
rwneof the local compLrtar shops 
Nave Itiese game$ 
Simon W«M. North 
Etransholme^Huli 



Oianiics tor the tip on PheenlK. 
Space Station Zebra got done last 
issij&. Psylton s CRASH SMASH 
this orm. and Mugsy tsn't t^eas0ii 
ot (he time of wntirfg -next month 
wSh luck. 
LM 



CHEQUERED CRASH 

Dear CRASH. 

On the subject at reviews, I would 
like to compiiain about lt>e 
rMoattve attitude shown t}y your 
revwuw o( Chequered Fiag 
(May J^Mue). M is obv^ioiis inal 
hoana was playirKi the game on 
his/her own as twraha wrote. 
There 19 no competition spirit in il,' 
The whole pcwnt ol Chequered 
Flag IS IP t)eal the lasiest Lap Nme, 
ie, race againsi ticne. The 
excilarTwint of ihe game can be 
inofsteed if »veral Wendi soma 





7-1 
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alona and t^ve a compciitton 
The Overall percentage should 
have been tar tugtwf than 7 1 %- 
Also, yoLH* revfawsr failed to nclice 
itMA itM gafne can be played with 
a jpys&ak, tt (»n be played with 
isny joyiliiA so long as ihe 
Interface to Sinclair ZX 2 Tbe lest 
of your reviews were SKceHant 
and. I am glad to say , a joy to 
read Keep up tt>e superb world 
Richerd C. Leslie. Dunblana, 
Penhshite. 

You'r9 tp^ liffiHotcouite, 
iml^M, afwihe and haktia were 
fHeiyingonthgir 
(fXUn-aiScriminatory} 
hlm!hBr^sBlv9s. which may 
account tor the medium fiigft 

$atii(^ctionm6vffofd0d for 
mys&lK i thmk Cheduefed Fiag^ 
prefly dood. but as i have 
absotJtety rm trtends. i'm 
obvtousty mfsstng out on the 
' corrfpeti^vie tun side ot ffte gome. 
Alusf try and rrreerpeopte more. 



ATICATAC'ERS 

Dear CRASH, 

On reading the April issue I saw 
the lirst ot wfuai will be many 
letters on Arjc Arac. Sluad 
Mitchell wrote thai he thinks he 
may be one of the first people to 
aanAi iftis game. Wed. Stuad. ai 
72* u your score is slils a liTlle tow. 
I have reached M*^* 0f> In^e 
occasions II CRASH or anyone 
else can le^l rr>e how to get the 
extra one per cerd I 'II be an 
Ejictremely tiappy Alic fltlacker 
J. Marsay, Scartwrough. 



A mysterioirt feffow who caffs 
himself Sye of tti& Night clams, 
in our new Pfaying Tips section, 
that tfie percentage has nothing 
to do wifhOms&ira in Atic Aiao 
And this mokes sense: the 
percentage mdicat&s the number 





otioofps ent^fed during pleying 
th6yAms. You may WBfl argyft 
!tiaj to git thftmgh succBsstaUy 
With ^m feast possibh 
fiefcentage actuail^ iftdic^tss a 
battdr resiji! than a htgttef 
percentage As to that exira OOB 
pet canf - thaf9 s obvioi^ly 9 
room and a hatfyou t\9v&n'! 
<mfi9d 6actt iim0~or 9d% is top 
marks 



WHICH SPECTRUM? 

Dear CRASH, 

Vour rttdgaKlfW rs wonderful. 

nensabonal, eic 

Could you tell me. please, how 
can you le^l rl yE>ur Speclrum is an 
■ssuO 1 , 2 or 3'^ I think tX has 
something lo 00 wilh Ihe colour of 
ihe sittikm on the back. I have a 
Diue sticfcer, 
Uirk Simmoni, Ety, Cardiff. 



Ww*. ittiOS litH0 iffinylhmg lo dO 

wtttifftecoioufo/ the Sticker it 
dep9f»fs rwXtiw latg&iy an *ti&n 
yotir ^>0ctrum was bQugtri What 
is knpomnHa (*W s^nslnumb&r 
Of your model. Any senat number 
before DOl t3&4e0 or tietoro 00' 
354000 ts an issue 2 Spsctmm. 
A^y^ing a/t«f at&tar ot these 
mimbers is an taw9 3. tn gener^. 
tfw dttterwmK #«nl important, 
excapt in tfwr iaatia 3 Spectwms 
reed the keys m a ditteretft way, 
whKh makes some games 
programmed on or for a sartes 2 a 
ftffte odd to control on a S^eS 3 
Mostsottwste tKuses hava now 
t^ten these differences into 
account 



YOUNG REVIEWERS 

Dew CRASH, 

( woukf Kite to asK wt^ ctonl you 
have a young person reviewing 
soinad the games, reatureis in 
your magazine? Thhi w«mM h«lp 
raaders because Ihey would t)ave 
an idea what driferent age grutips 



thoughl of a qam« A g>arT>e may 
interest a child miXt> ihart an adull 
aiid Iharafore they will have a 
dKhMwH opinion 

I saw a TV pf ogramme wtiefo a 
1 S^yeaf *o4d txry <n America 
wofked tot a computer mstgszme 
Evflfy so often ihery sen! tvm some 
pfograms. He wOuW review them 
al home and itien t^i the edtior 
Wtiat h« t^wugnt of lh«vm Wtry 
don't you ai CRASH try the idea? 



I ^ 




tl might hfiip younger readers «tx> 

af e buyirtg games. 
Simon Bearde, Mewpwrt. 
Shropntilre, 

As a mati0t ot tact we nave qutre 
atawyourrg reviewers. Stmon 
Our two principal in^house 
arcade nh^wens are t7and 19 
yeats old. bta we also send 
ganws out to three other 
youngsters aged l2toi5, and 
mey teV us what they think of 
them. 
LM 



TOO SLOW 

Deaf CRASH. 

I must complain aboiit how sk>Mi1y 
TOU review games 1 think it was irt 
FebruBfy you stalad that you 
could not twkmMc Atac 
because you Actn i have a copy I 
had a copy m Novemtier. AjkI m 
Itn* April -(Klilion you oave a 
preview o! Jot Set Waty and I goi 
my copy lour or Hve weeks ago 
and I had loured aH 60 foorT» 
within 24 tiours, SO you can't make 
the ancuse thai you need lo 
review a luiiy lai^r Why do you 
lake so k>ng? Apart from that how 
come laxxan got more than 30%? 



Also. Wr Wrnipy. Huncfiback, Aiic 
Atac atvA Punchy do not wof k wrth 
Itw Currah Microspoech I 
tttorouohty enjoy your magazine, 
Wartt Powell, Wmringlon, 
i<neeim. 



Marfi 's fetter was much kmger 
an{f mcHided ffn^ny ttetns about 
playing Jet Set Willy, most Of 
wtJtch ere covered in our 
PCaying Tips sect/on later ofl tn 
(Ns fssve As to the questton of 
why so king over the raviaws - 
w&i ftrslly . i would sey CHASH 
can clatm to ii& about the tirsf with 
most games reviews Obviously 
some mags do get a review out 
tyetore either ttecatse they are 
weekly or tiecause they come on 
sale tfie week before CFiASH. tut 
m ttie main most of them don't 
review a traction ot the garnes we 
do Ttte February issue, which 
stateH that a full review of Atic 
AtM woutd lolkiw. w&s on sale on 
January t3th. tt went to the 
printers on December 19th 
(Chnsiinas makes a hoie in the 
schedules), ffs layout was bemg 
compfeted around aixtut 
Decemtfer 2nd to 5th. which 
means that the reviews had to tie 
wntten by atxiut Piovember 20&t - 
approximafeiy the time Attc Atac 
was releaseator sate. 

The preview pictures of Jet Set 
WiHy wate taken from a 
pre produc^on copy of Matthaw 
Smtth's and not from a sale copy 
which we COuid review CRASH 
coSacted it's mail order copies 
the day after Software Protects 
took delivery of ttie first CC^ies. at 
which point it was reviewed iOf 
the last issue 

What ytHj art not ti^tng into 
accoumia^fat^abmnanew 
game arrives at Our offices a tew 
bays titter an iSiue has ttnishad 
wrtting, it won't appear ^s a 
review tor elrrxysl five to six 
weeks I rrught point out that sorne 
magaiines were sliiS reviewing 
Terror Dakti 1 4 D as a rtei* game m 
fiovember last year, when the 
game came out m earfy August (i 
thmk} 

As to the games you list not 
working with Micfospeech. f don't 
thmk itnyone m this magazine has 



i ever said they tio. Punchy 
■ certainly has speech on it, but 

that s built trflo the program. Giad 

you like the mag ihoughl 



DON'T LOOK IN 
THE BEANO 

Dear Lknyd, 

Congratuialiona and many ihanka 
Id you and your ooieagues tor 
finally lilling ttwyawfiing gap in 
cumpijicr magazines, i 
unforlunalelv missed the brst 
rssuG but lound the secorxl and 
Ihird ^nWH Smiths The 
drtf erence m quality of paper and 
colour IS probably the imoge^ 
frnpfovemont you could have 
made on issue 2. and <t Is good to 
see you punirig effort into irw 
maj^ine's appearance as welt 
aa its contents. However . issue 3 
does appear tyo be a l)rt 
disordefed, but pefbaps Ihol's 
because ol the additionaJ article. 
Maybe you stxiuid try to sal the 
news, f^dllo^lal and letters m a 
doser secliori, arid keep the 
regular features m Ihie same place 
each issue, its a small point, but 
with so many diHerent parts it isn't 
ea.Sy to keep Irack ol w^nere 
you've read, etc 
11 fl S ManiifTiiond tooks to ihe 
Beano tor comic strips, then he's 
looKing in ihe wrong place! Keep 
ttte Terminal Man, it suite the 
magazine well, as long as it 
doasn t gel too silly (loathing and 
MoodlusU?") Asacomics 
coKedOf of many years I tan 
assure you T<&rmir»al Man is wen 
WTilten and drawn 

TaAung atwui drawing, one 
thirtg did annoy me in issue 2. 
naniny ihe top cartoon on page 
S3 (and 65)1 Is ihis $iup»d se^ESm 
really rHKe5sary?Ot}viousiy most 
ot your readers are youn^ makes 
dncioding noet but ih^s particular 
tyfiecf drawrr>g keeps vicious 
dfdes goi ng rourHd arid rourid. 
Again, it 9 asimali point, but el is at 
ttw mora noUoeaoe because ot 
Iho quaily of the rest of Ihe 
mai^zine. Life iiTHtates art' 
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mention ihe reviews tnuims^vos . 
- - EwdtentJ Witly mi ctear. Itwy 
•rv eniciyAble and intormathra ro 
iMd. PlMse don r ever be a1rat<^ 
of atemmlng a bad program Pot/r 
vncot/mgarfmmtAna. I ihink. 
Keep Ihvttww pefsooBi 
CiOfTinwfiis «id ttw raiir^ system. 
A{iain, the e**ort p«l No this 
SKiws clearly i! is good that you 
aren t just regurgitatir^ trie 
CUStfte Fntay {and that it C0rnQ$ 
tMKter criticism tooV 

Koep articles on programmers 
■rdSOffwaFB tKxise? coming, biut 
try not lo auccurTub ft> their hype. 
Ey« oi Night. Purtey. Surrty. 

I must say (wotf, fm patd fis say 
things Itke thts} that tssue 3 {th9 
One Ittat was c-gited 4 m ftrror} 
HUM raOterpttj^ looking It's, 
comki6tatf poffrt^t. at aestttatic. 
Of Sontetfiing anyway, to divide a 
mag^iine up into ciearlv defined 
•M^lfbrw so thut ovGfyone always 
knows Wtt»f0 ^veryttiing is Of 
<^Oii^S&, » a iatm {tmr^p that 
h^pens wWi CRASH s woH But 
AS reviews are our main stafM, it 
was OxMjght a would be tjotiag to 
f)Mt A lump ofihem with otttef. 
smt^lef. lumps wthsrsidaof 
somvttimg hke tnai So an amiy 
ttttcktioft was marfo to mudifie it 
ait tip. And thai muddte - er, 
decision -rs still opefatirtg rtow 
When I put youf point afio'ur 
diSOfdifiirmss ' to me CRASH att 



dBpanrrmnt ( was totd that it I 
car9d toahveago layiog out the 
magazin0 itrey would te only too 
happy tolatme bat my desk is 
onty three foot by two H s eems 
that something cell^ paginBlion 
makaa Uta i3ifr>cu>L thiti an d ffio 
tact tfMf sve/y ad'vertj^er wertts to 
be on a righih&nd paga^ tadnq 
edUonal arKf wittufi the ffinjf 10 
pages U/e just tsn't easy, j(s it9 



STEERING OFF THE ROAD 



CRASH 
I am writing to tea you arid wam 
olhain (A a bogia software 
cofflfnrty thai a rippiriQ o4>f loads 
of peoptef Th» company . called 
Spirtt Soflwarai, placed an 
adwHsam^it in jPef9on«/ 
Cemjouter Gamos magazine Jn 
iheir FebFuary aft$ tAaith ^$ub6. 
Frnding iti4s tP tw an inleresting 
Idea and a good version o< Alan's 
Pofa Pi^iOOfi {jama, I decided lo 
s«nd ofl for n. Afler lour weaks 
wece up I recaivf^ a k3tter atailtng 
how sorry itiey were t^causafiay 
had racahied fauny al ea rin g whaal 
moukfings from their suppl^ and 
the game wtMikl be delayed unli) 
12th March 

Fair enough, I thought, but thre« 
we«ks lai^ nothing hid anived. i 
phoned up the compariy lo 
enquire bui I was groeied with an 



THE TEBBIT 

Jom tlw magical quest \tst Itw elLtsive monelARSl dream, tn whld^ 
you, a humbte Tetjbil must seek the assislance ot Magdatt end 
Tomkm-Gee lo Imd and defeat the teroctous (arKl tiakdung) Scarg. 
COMMOOOflE 64. 4&K SPECTRUM. 4SK f ATARI 
£5.54 Inc p&p 




DENIS 

A zarry po^ibcs^ adventure in which you lake the role of Denis 
ttiatcher striving to avoid Maggie and all your tavounte poliucal 
figures to escape Irwn itie poliical jungle. 

COMMODORf 64, UK SPECTflUli, 48K * ATAfll ^,gf7\ 
CS.50 inc p4p ^^^1^ 

APPLICATIONS SOFTWARE SPECIALISTS 

a St Pauls Road, Petert^iffiugh PE1 30W (0733-48145) 



answering machine ar^ ttiat was 
thai. A week later I phoned PCG 
and was tot)t>&d off with the 
excuse thai Spinl Software are a 
bogus company and many people 
had phoned them lo complain. 
They said it wasji't PGS's lautt 
and nothing co<atd be done They 
know atout ^answenng 
machine and Itiay think the owner 
has dissMwa/vdT 

SSotmy twd-«amed cash was 
wlHid and notWnq can fae done 
Al! t can do now is navar trust nvaiil 
order again unless it ts a 
well-known ajmpar^. Can he be 
Iracod and txought lo (ustice? 
JU. Johnson, Rugeley, Staffs. 

From a rovtow pOiitt Ol view wt' 
also contacted 9pM Softwartt, 
find we loo received (tie rep^ thai 
tautty nnoukltngs had caused a 
daisy in ttw name and sieenng 
tMheal As a magaz^rie. it is a liitte 
ditHcuh to be sore that a cusiomer 
wtw wishes to advertise is ^lons 
fido, or ttwt he won t go t>ust next 
week. TtiQfe is a customer 
pTDiedkm schenw for mait order 
cofflpaniiat, or those ofttKing sale 
by fTwH ordor, but sadly, it tsn t 
g«^ut^lty entoi^ce^by rnagaJThnes, 
and olten it's difficult to do so. A:s 
to bringing trie owner of Spint 
Software lo luslice. It>e answer is 
lechnicallv probaby . practiCiiJIy 
nardly kkety . People like Spirit 
SoAwan are frankly a pair^ m the 
* "as all they do is grve British 
software innovation a bad name. 
We woukt be v«fy intefsated to 
hear from any omer wxlart who 
tiaw sent money lo Sp^ 
Soilware for iheu' Formula One 
and Sleenng Wheel. 

Lii 



A BIT OF BOVVER 

DearCFlASH, 

I would just lihe to talk abou\ a tiug 
I found m Arlic'a Bear Bower, I 
haven't yet seen anyonu mention 
il as @ae/ Boiler seems to have a 
reputatkiin tor being an ^most 
impossibi^ game with the 
ct^aeter^ $0 big 

The bug occurs m shaat ftva. 
You can t di« - the otharbaanfuat 
walk slraighl through you. Sear 
6o¥vef rvas around eigtil to 10 
srieeis (I wasn l really counting). 
Now tor all you eager Sear Bower 
tans who S/e fust aching and 
dying to know the identity ot the 
star guest after Jetman. wfx> 
appears in sheei three - wefl 
sorry, but there isn't one It Just 
goes tftrough it>e sheets and back 
roundaQam Wiata 
dteappomiment to such a great 
game - or Is it that I've got a dud 
tape? Will someone Oul ttiere te'li 
me please, has somaofia seen ttie 
next guest star'' I've oot to know. 

Wso, come on CRASH, let's 
have some reviews on h4oon 
Buggy tpf Anirog, Moon Alart by 
Ocean and rroop-a- Erucft by 
Rabbit This, to my mind, is about 
trie tsesi game in ttu arcades and I 
need to play it at twme, but wf^^ 



one is beat? ttefs have more 

compeWlorw loo! 

Mlduel C. Shepherd, London 

E9 



Okay, BoYvonias , ^ef s beta tt (or 
Mti^aol Moon&uggy, by . 
Vtstons. was ravtawod ^t iaam, 
Antrofl'i version this nnnfti. 
Moon AlertViasn ir J>ean caan Mt, 
and Rablilt's Troop-a«Trucl(« 
teo on (he Commodofe but not ya( 
r&ady tot the Specif um , Dwrtd 
Lawla of /faMnif /Btti me ir 
shouldn't ba hng now, vfdthey 
ate trying to cram ir? as much 
detail as possible Ptty they won't 
be able to get the same groat 
sound tfack going though. 



GARBLED 
MESSAGE 



Dear CRASH, 

Congratulations on your OKcelleni 
magzine - it s easily the Ciesi buy 
lor Spectrum gamas playars. 
However, I woyW Kke to see more 
adventures reviewed, and if 
possibk9 a Feature on Digital 
l^antnia, 

Olhrer Fray's illustrations atfi 
fantastic, especially ihe Kono 
ptCtUffiS in the March issue lam 
pteaaed thai you have plenty of 
corrtpaMions amtih monih, lacking 
from many nrtagazirws. and that 
Ihe prizes are werjf attractive. 

In reply lo $teve Tufner's 
inc|Uiry as lo which garnes we 
would like to see inhJture, I thinti; 
oomptex artificial inieliigenoe 
programs - partfcula/ty 
adventures - stxiw the way 
forward Perhaps Melboume 
House will continue thoir progress 
in this fiflid . Starting with Shaihck 
Hatmas 

I would like TO mlof m Chrla 
Pasaeyn «i roviwer of Missifi« 
Command games m the Run it 
Ag^tn feature (Apntji. thai the 
garblod: mess ol large print', 
whtch appears afiof about 6 
levels' of Anirog's exceSant 
hUssste Defence, is in fact your 
ptesent score, which appears at 
tfw lop oi the screen when you 
beat the hi-soora. Despite hi$ 
mistake, i whoty apee with his 
fwiew. it IS on* of niy 1iavouf)le 
mmes. IncidaMtell^, after level 8 
viere ^a bi^ because all 
tubaa^jant attack wavea ara 
caltodlavetd ihaveieachadleve( 
19 V counted ihemii wtfh a icataol 
3.&Z2 - rl IS so incredibty last that 
each wave lasts only a tew 
seconds. 

MnTempleton, Ctwsham Boli, 
Anwrstwm, Bucks. 

i As you mfi have noticad by now. 
tain, CRASH IS mcitxlltig more 
a{ivantuf»f»rta¥faaawago 
i^ongW^H look into thaa0M 
Fantasia t&atufB idea. Chm 
Pass ey ^as fust left the o^iRpce wWi 
a red race (he puts ft down to the 
affoft cfcitmbmg ffio siatfs}. 
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Alio?, Ah ahm Unspecle 
Cleudeau of the Surete.. 



^M 



1 — r 





- kX6^ 



/ 




«K neu eggiactley weut yftw 
are eup tew, bec«ua« th^t ets 

Ah neu y«w are geuing t«w 
bah «rv st«al a gem steun in 

mei care » beut eet weel 

naught he 6«rzfre mei h«nd, 
eau neau. me and in«i Ir^usty 
servant Kaolin w«ei be try in 
to iteup yew. 

Not eaunly zat, beut L«s 
Flics^ the tjew gend*armen« 
eund«i mei commant weel be 
out en force, lo, you ioel, you 
'ave neo chance aggenst 
Cl«udeau™,««^. 



You control that Pink 
character with the tail in your 
guest for the Purple Puma, a 
priceless gemstone, avoid the 
Police cars and enter the 
buildings, evading 
Gendarme Kaolin 
(disguised as a chef) and of 
course Cleudeau himself. 

Pick up the items as you 
find th«in, we leave you to 
find out what they do! 

Bon Chance -. ..— 




£6*95 



Itmt* la coUtct 
D«gqM Bjgi 



Arcade Adventure For Spectiun 48K 
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PSM, 452 STONEY STAfTTON RD, COVENTRY CV6 SDG. TEL: COVENTBY (0203) 667BB6 



'^\btjt> cas) le is undef «>ege 

titwi \he vile Oc hordes, 
ThRy mounl 3 FrRri7ie<t{ittach, 
soaltny tim castte lAralts 
with latldeTS. firing Iheir 
lethal crosstxjws 

To delerrd yourself, you hurt rocks from 
Ihe parapet onto the Ores below 
If an Ofc reaches you. dagger in hand, you 

grab vour broadsword ^nd iOci[> I0 the 
attack Your ultimate weapon is a huye vat of 
botling oil thai you mercilessiy pour over 

the ttapless Ores. 

This t)f ir>gs but a tjrief respite out olthm 
air a Sorcerer appears and you have I0 p>it your 
witsagainst hia evil ^inls. Oniy alter ftghtirx) 
Ihe Kyfng dead, ma Stone Warts and Ihe Demon Tmlls 

wiKyoutje sale- 
Ore Attaci^ IS available for the Spectrum 48K arxl any 
Atari coinputer You sihould find Ore Attack in any 
rrtajor soltware relailer. (And it caf nes iin offer of a ffee 
poster ot the original oil paintmg featured on ttie pacK.t 

£6-95 
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Blade Alley 

Producer: P.S.S. 
Retail price: £5.95 
Language: machine code 

Blade Alley is a 3D shoot em 
up with siK screens. wNch uses 
quiHe simple graptiic devices to 
create the sense ot t>igh'apaad 
movement through trencliea, 
over de&erl plains and so on, 
The object of the gam© i& to 
idjmb ftl>oa«J your ion driven 
interceptor and ttien shoot Qui 
0^ the sky B variety of enemy 
watt, saucers, tie f^gtiters and 
space hoppers as well as 
astBfotds. 

The 30 eHect is created in 
ttireedilferentways. First of ail, 
enemy craft grow bagger as 
tttey approach goinq through 
what lool^s liKe six Trames of 
increasing size. tif>e second 
device ts that everything casts 
3 shadow on the ground, wh»cti 
also grows biciger with 
approach, as well as detining 
the apparent hetgJil of thecfan 
above tire ground. The third 
method <s that the landscape is 
created with atternate bars of 
flashing red and mauve, which 
ghre the impression of move- 
ment. 

Iri all the screens, your craft 
a 8e«n at tfte foreground, fac- 
ing out ifito the screen. Ivkive- 
ment is in e+ght directions with 
fire possible while moving, {n 
(tie first screen you plunge into 
the trench and are assaulted 
by tie Tighters and seucafs. 
I me second is lought out over a 
plain with hoppers and sauc- 
1 ofs The third represents your 
I Craft Hying between two layers 
Of some giant space station. In 
' \he fourth you ^te over a plain 
with mountains in the back- 
ground with all four hazards. 
The fifth screen tastes p^ace m 
outer space without shadows 
(0 help you judge height, and 
the Sixth is in a txjftomless 
trench, again without the help 
ot stiadows. f^^oving from 
screen to screen is accomp- 
lishsd by shooting down the 
indicated number of saucers, 
the indication appearing at the 
t»ttom of the screen. 



CRmCfSM 

. Biade Ailey is a convindr>g 30 
action game which takes some 
of the themes of Zsxxon I ike 
the shadow on the ground 
which gives you an idea of 
height. Depth is also enhanced 
tsy you seemingly being placed 
on a hilt over which the 
approaching enemy craft 




Jf» t^tt KrAtn of a\wt» Alley- 



appear as they hurtle towarcfs 
you, The aliens are varied arxf 
with a fair amount of detail. The 
game is playaWe, quite hard, 
especial Ey as t}eing a realistic 
3D Its difficult to judge the 
height ol enemy cratt The 
expio3i,ons are faidy realistic 
although not very detailed and 
they are strort lived. The hop- 
pers cope with their bouncing 
action exceptionaity well, and I 
like the way they are animated. 
Blade Mey is fun to piay - I 
think the scenery could be 
improved upon instead of just 
having the changing colours of 
the ground, and this would add 
to llie fun. Otherwise it s quite 
an addictive game with a fair 
amount of action' 

Blade Alley is a fantastic 3D 
arcBdetype game. In my opin- 
ion. tt}is i& the bsstever game 
from PS S,, &nd deftnttety one 
ot the best arcade games i 
have seen over the past few 
months. St^ooting down the 
attackers tnvotves getting your 
ship at the same hetght as 
them, and this is achieved by 
gauging the distance between 
yourself and your shadow on 
the ground, relative to the 
attack0rs. The space hoppers 
are excellent and the graphics 
generally are very clever with 
fust the right amount of col- 
our usage to create pseudo 
scenery like the waf^ end 
plains. Very addictive and fun 
to f^ay. ' 

The title screen dunng load- 
ing is a very accurate rep- 
resentation of the Inlay cover, 
and in many respects the 
actual game doesn't disap- 
point either, i though! the effect 
of your' forward movement 
was only hatf sucoesstut. and 
the main feeling is timt you are 
stationary in a trench with the 
enemy dashing up on you. My 
nmer niggle is tfiat ortce into 



ttie demo, you can't break out, 
and each screen is demoed 
until the fighter is hit by an 
enemy or an asteroid, which 
can sometimes take quale a 
while. But in playng. Blade 
Alley IS action paci<ed and fun, 
A lot of Us involverrvent is due to 
the difficulty of learning the 
knack in judging correct height 
to hit the enemy, and I think 
most players are going to f tnd it 
very addictive.' 



COMMENTS 

Control keys: top row= up, 
third row down, O to T- left, 
Y to P - nghi, bottom row -fire 
Joystick: Kempston 
Keyboard play: responsive', 
and reasonably laid out 
Use of colour: good 
Graphics; very good, with 
effective 30 on several levets 
Sound:^ contmuous, good 
Skill levela: 1 
Lhres: 4 
Screens; 6 
Features: Currah 
microspeech compaliblO 
General rating: a good to 
e)(celleni game with plenty of 
arcade appeal and a game 



which shoukj prove addictive. 

Use or conrtputer 82% 

Graphics 87% 

Ptayability 86% 

Getting started 81% 

{ Addictive qualities 89% 

Value for money 86% 

Overall 85% 
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Opposition 

Producer : P u I so n i c 
Memory required 48 K 
Retail price: £2.99 
Language: BASIC 



Opposition is a board game 
that may be played between 
two peo(^ or one against Iho 
comptrter. It is one of those sort 
of games at whicti computers 
lend to excel I Th© screen i$ 
divided into a tioard of AO 
squares, five trigh and eigt^t 
tong, Eac^i vertical base is a 
goaJ' line and vice wersa Each 
corner square is a goal post', 
so the defensible area is only 
three squares. Each player 
takes a turn cons,isiing of a 
one -square movQ diagonaH/ 
Or up and dowr^ by entering the 
co-wdmates N. NE, S, SW, 
elC- Vou ma y not move on 10 an 
adjacent square to one already 
occupied by your opponent 



either cheat constantly (which 
robs the funj or gtve up on it 
quite quicWy, ffs better to friay 
a human opponent with the 
same fall abilities as yourseiff 
The graphics are not very 
wonderful at all, but thats 
ha^ly a drawback in a game of 
this type/ 



'Played against another 
human, I (ound this game to be 
noi bad, but not t<x> good 
Bither. The graphics are poor 
Nat much tasting appeat. ' 

'After giving you the instruc- 
tions the final command is "Put 
on CAPS LOCK now I know 
this is a simpie qarne and m 
BASIC but surefy the prog- 
rammer can do better than 
this? As to the g ame 1 (self , ft's a 
simple and quite clever idea, 
made totally unplayable by the 
parameters for programmirra 
(1. tn which case, I don't Ihfnk 
Iher© was much point doing li 
in the first ptace The computer 
Will always win. 





As It says in the instaicitons. 
if attacking, the computer 
always wins Bui you do Nave a 
ctiance to tjoat it il you arc 
attacking. The second game is 
played out on a larger board ol 
70 squares with seven ol them 
ocoupiad by obstacles. Rayed 
in the same way lt>e Spectnjm . 
however, defends and only on 
Uie back two files. With this 
game it is possible (o type m 
CHEAT and the Spectrum will 
make a siUy move - you don i 
get your score if you cheat 
tlHiugh Game three is the 
same with more obstacJes 



CRITICISM 

'Opposition IS quile a clever 
board game, but its been 
designed so that the computer 
IS pretty much unbeatatile. 
This beir>g the case you must 
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COMMENTS 

Control heys; compass point 
abbreviaiions 

Keytioard play: rosponsivle 
Use of coiour: limited 
Graphics: very poor 
So u nd : very poor 
Skill levels: a 
Features: one player v 
compuier or two players 
against each other 
General rating; simple »n 
concept, loo hard m play, 



Use of computer 


48% 


Graphics 


15% 


Playability 


20% 


Getting started 


45% 


Addictive qualities 


18% 


Value for money 


20% 


Overall 


28% 



Walty Koag lui lis up* ind ddwni-exprcu onttL . 



Wally Kong 

Producer; Calisto 
Memory required: 48 K 
Retail price: ES. 95 
l_anguage: machine 
GOdeAuthof : M.L Barnard 

The WaHy ol Kong pfobabty 
neters to the way your man 
leaps about like a wallaby in 
this version of ttie ververabie 
platform game with four 
screens. On each screen there 
are generalty five platforms 
each connected with various 
ladders. The features include 
lifts, moving pfatforms, barrets, 
fireballs and bonus objects. 

The object ot the game is 
quite traditional, climb to the 
top of each screen and rescue 
the maiden from Kong s 
dutches. This is done against 
the ctock. Ends of pfatTorms 
are dangerous in as much as 
you can lall to your dealh from 
them! The game claims to 
have art amazing 200 slcill 
(speed! levels, but since Itw 
slowest and fastest have about 
the same relationship that you 
*ouid expect from a game with 
9 levels, this seems rather 
pointless. 

CRITIl!lSM 

Walty Kong is a fairly typical 
'Kong' game, arxt riot tiad 
eittief. The graphics and 
movement are both reason- 
able, and the man jumps very 
well I liked this version but I 
still feel that ttw Ocean Kong is 
the best. This verskin terxls to 
Isck sound. 

t didnt quita know what to 
make ot the graptMCS in this 
game. They are cfear and 
bright and reasonabty 
detaited, and yet they stitt 
manage to took quite prunitive 
Your man /eaps with gusto, but 
not while he's movtng forward, 
which IS siity He cant jump 
near a (adder either, so it's 
important to hma the run up to 
3 ladder rather wed There are 
other oddities too. If you have 



Use of computer 

Graphics 
PlayabilJty 
Getting staffed 
Addictive qualities 
Value for money 
Overall 



tf?e forward key pressed when 
a fife starts, your man «s invis- 
ibtaf But he stilt dies when a 
barref rolls over where he 
ougfit to be The second 
screen is pathetically simple, 
while ttie third with its two lifts 
IS almost impossibte because 
of their speed ft has good 
points, but ft fails to be a very 
good or pfayable version. ' 

The four screens are fairly 
copied from the original arcade 
version, first IwO screens being 
easy to clear, while the third is 
incredibly difficult due to the 
extiBrrw speed ot the litte. Most 
of the characters are sma^l and 
fairiy primitive in their drawir>g. 
Not the t>est Kong around, 
Unlike Ihe other Calisto games 
I've seen, this one oners a 
second keytioard option as 
well as the cursers" as they 
refer to them on the menu ~ I'm 
sure the spelling is intended V 

COMMENTS 

Control keys; curs|e)rs and 

Qto fire or Q;Z up/dOwn, U/l 

left/right and P I0 jump 

Joyatk;k; Kempston, Proiek, 

AGF 

Keyboard play: good 

responses, prry man won't 

jump while any other key ts 

depfassad 

Us« el colour: good 

Graph ics : average to good 

Sound : poor 

Skill levels: 200 

Lives: 200 

Screen: 4 

General rating: above 

average Kong . despite some 

programming oddities 



64% 
57% 
62% 




I 




VcHi wsfl't hmvm timm la g«t toothactw with (hi* g«in*, tMtNl** Mktch-Ow 



Gobstopper 

Producer: CallBto 
Memory required: 4eK 
Retail price: £5.95 
Language: machine code 
Author: Andrew Taylor 

M&et a new hero - Spoctgo, 
who resembles a cross bet- 
\Meen a green snowf ialte and a 
Splai. Spodgo has three dtff er- 
enl screens lo survive in this 
very original arcade game, In 
fie first, you musi shost up the 
blue cokxired gotit$ioppefs, 
whilst avtMdirfg the uncom- 
monly intelligent mutant tof- 
Ises and a purple snake, 
Spodgo 1 1 res in the direct ion of 
movement, a sort of unbeni 
fxapef dip, which kills the gobs- 
lOpperS- The toffees car>not be 
destroyed, and all tour gang up 
to chase you round the screen, 

SLjrvivir>g ihts stage moves 
Spodgo on to a screen across 
wtrich three trains move from 
lefl to right, om above ihe 
other, the middle one being Ihe 
shorter but lazier. A biue path 
zig zags down the screen 
btocked by opening and clos- 
ing gales. The object is to 
guide Spodgo from the top 
right to the bottom right of th^ 
screen, avoiding ihe galas, 
and dodging acfo<ss the railway 
tracks between trains, 

The third screen Sam the 
demented ioe-<3'eam sales- 
man hyrls ervlless supplies of 
ica-cr^m cones acfoss (he 
grass at you . ami the V must be 



CRITtCISM 

'Gobstopper rs a good game. 
My rftain criticism is that your 
hero does not move very 
quicWy, and as the screen is 



vefy crowded because of the 
large graphics, ii means hii and 
run tactics have ro be used, 
Generally the graphics are 
good but lerlcy,. although the 
^ains move very smoothly. I 
found the game mildly addic 
trve with joystick play. The 
keyboard play is temble.' 

Gobstopper has nicB large 
graphics, well drawn dataits 
as well The gobstoppBfS' 
mouths aft move up and do^n 
as fhey thai about, ths tratns 
are very tjig and d0tait0d, a 
pity the wheefs don't revolve 
Otough. ThBfO are nice 
touches lfk& the cartoon styie 
Stn0 at (tie start of Che game, 
and Oie explosion when you 
hsBB lite tiasaUt^ pop vvrit- 
ten in Ms centre. Nevertheless, 
i thought overall it looked a bit 
childish and is probata 
intended tor younger chitdren 
despite rts ditticutty It is qujfe 
hard to play, but once mas- 
tered. ther& IS insutficient 
scope to realty be addictive.' 

'i have never seen a game 
quiie like ibis ~ il is totally uni- 
que. I found the first screen 
very adive, quite hard, but 
pitched about r^ht so you can 



get on to the second after a few 
mmuies practice, I like ttie 
idea of firing paper cttps at 
chewing mouths while being 
attacked by frenzied toffees 
The trains are drawn nicely, 
but move fairly slowly arw) 
make the screen too easy. The 
third screen is very difficuH - 
almosi impossible- The 
graphics are large, colourful 
anc move very weti Gmai 
sound- f quite enjoy this game, 
but I think ihe addictive qual- 
ities will wear off after a few 
hours play-' 

COMMENTS 

Control keys: cursors arid Oto 

fire 

Joystk^k:^ Kempston, Protek, 

AGF 

Keyi^oard play: re&jx^nsive, 

e\t^ aboul the cursors though 
se of CO lour 1 good 
Graphics: very good but a bit 
jerky 

Sound: excellent 
Skill levelfl: t 
Lives: 3 
Screens: 3 
General rating: good 

Use of CO m puter S2% 

Graphics 68% 

Playability 70% 

Getting started 68% 

Add icti ve q Lta I ft ies 67% 

Value rofTTiortey 69% 

Overall 66% 



S«cOfid •cr«*fi at Qotf^ta^pm-doag* itw Starlight Eipms. 





Mummy 
Mummy 

Producer: M.C. Lothlorien 
Memory required ; 46K 
Retail pnc©: £5,95 
Language: machine code 
Author: Dave Stevens 

The cassette intay has a fairly 
lengthy e x pianation of wtiat the 
qame i? at?out, which i^ ^u^t ag, 
well, as it isn't very self- 
evident. What is. howevef. is 
tt\at mrs IS 3 Panic game ot 
platforms, ladders, monsters 
and hole digging with seme 
very difterent vanations on ihe 
tfreme. The basic siory line is 
tfial you are Disoranic, a dttS' 
lani coustn of ofd Nefertiti, 
woken up from peaceful 
pyramkjal slumlsenngs by tfie 
ghost of Mad Cirve, an 
archaeologist None of this has 
much lo do wilb playing the 
game, but rt sets the scene fof 
the antics to come. 

To gel yourself peacetully 
jiatiuned agein, you must find 
and read 25 magic cartouches 
(rx), we didn t know what they 
were either)- in this task you 
are hindered by three types of 
monsier and the ghost oi Mad 
Clive- The first screen shows 
the pyramid with seven floor 
leveb. You start at the top and 
can d»Q fwlas and buiid ladders 
down. Several monsters mtesl 
(he lower levels. The idea is to 
entice the rnonsters to attack 
you and ttien dig a hole and 
bury them When they're all 
gornj. you gel properly inside 
Itie pyramid with the wtKrfa 
screen taken up with the seven 
platform, levels, connected with 
ladders m vanous jXJSi lions. 
New ladders cannot be added. 
A1 the base level ts a cartouche 
(Still don't know), whtch muM 
be read before killing oft all the 
monsters In tfie traditional 
'Panic" method. After five aw- 
touches (no, sorry) the door to 
your sarcophagus is 
reveasled- You may then con- 
tinue on reading cartouches 
{ah - itust got ii - dictionary 
says: scroll ornament, an oval 
ring containing hierog^hic 
names and lilies of Egyptian 
kirkgs, etC- Phew I) Or read the 
doors inscription to pass 
through when aiithe monsters 
are killed Got that? 

Digging fKiles loo ctose lo 
other holes may resuft in rock- 
falls, plunging you through 
or trapping you You cannot fall 
mrough a hole as m most 
Panic games, except m the 
first screen. 



I 
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Humifiy, Humniy-rw*flt>n»*ndkwl my carioucha. 



CRITICISM 

Its qutle ctear mat ih\B is a 
'Rank:' game ol a sort, but 
drnpile the instructions and 
gieme objectives betng stated 
on the inlay card, I couldn't 
make head or laij of (t A lot ol 
strange things s^iam to hap- 
pen, pert^aps rK)t surprising 
inside ari anctfiint pyramid, but 
confusing in a game. As a 
'Pariic' rt seams pretty easy to 
kill off ihe rrtonslers One thing 
that puzzl«J ma is that on the 
first sn^ee^ f tailed 10 kill oft all 
ttm monsters before the 
oxygsft ran out fwt^y wcHikl a 
lorig deed Egyptian king 
require oxygen?) and yei I siiM 
progressed on to the next 
screen, One reason why I 
couldn 1 kill them all off was 
because having just buill a 
tadder, one rnonsler d imbed 
immediateJy up it and then pro- 
ceeded to hover on the top of 
the ladder with obviously no 
inienijon of moving juriher, 
The Panic' etements afe all 
fairly good, but the attempts to 
make it ever so ditlerent have 
made it a bit unplayat>le 100 ' 

ThfS IS a Pamc game in 
which you mus( becomB a 
mummy! t found this game had 
farge but rathaf ffickery graph 
ics. tt was tun 10 ptay but 
soomed to fack somsttung. 
There were half a dozen kays 
required to control things, and 
this rentoved some of the fun. 
Nevertheless, thts was a 
"Panfc" game which grsw on 
me with the playiftQ. ' 

Even after playing \he game 
for hall an hour I was Still 
unsure as to whai I was really 
supposed to be doing - every - 
Ihing was so unclear This 
wasn't helped by some funny 
things occurnr^, like the 
moment when I dug a hole in a 
spot and apparently jammed 
the monsters up Orre on a lad- 
dar and one just tfw other side 
Of the Twte, merely moved a 
character square forwards afld 
then backwards, and con- 



tinued dotng that with the rest 
of them following suit until the 
oHygen ran out. The graphics 
are nice and large, fne keys 
dtdn't always fes{XH>d when 
pressed, tt has some good 
tunes, which tend to drive you 
up the wall!' 

COMMENTS 

Control keys: O/A up/down, 

l/P left/right, dig D or 0. Read 

cartouche D, O or R. build a 

ladder D or O. Fill hole F, 1 or 

SPACE 

joystick: Sinclair D( 2, 

Protek. AGF 

Keyboard play: difttcult with 

so many, and not always 

responsive 

Um Of cotour: above 

average 

Graphics: quite ^ood, large 

although flickery, but nice 

aninnaikon detail 

Sound- above average 

Skill levels: 1 

Lives: 4 

General rating: average if 

you can undrstand it. 

Ua af computer 60% 

Graphics 66% 

Playabinty 55% 

Getting started 50% 

Addictive qualities 46% 

Value for money 55% 

Overall S5% 




^It^ 



Mission 
Omega 

Producer; Pul sonic 
Memory required 48 K 
Retail price. £2.99 
Language: macliine code 

Mission Omega is a bomb- 
the-city-flal game, Romih did a 
version for thie Spectrum 
atrriosl two years ago, which 
was very good, in this ver^iort 
thkere are several speed selec- 
tions and you can alter the dif- 
fioufty by increasing trie 
number ot eoemy aircraits', 
number of meteors or the 
height of the build tr>gs between 

YcHJ are liying an aircralt 
which drops tximbs and lirsa 
missies On each pass the 
plane gets tower, so the only 
way to survive is to raze the 
Citys skyscrapefS. Meleofs 
and aircraft are the other 
hazards You can only have 
one tiomb dropping at a lime 
and one missile in the air at a 
lHiie> 




Sfon mariages fo be quite hard 
to get through. The various dif- 
ficulty options make it reason- 
ably interesting. With this 
game ! ^ink ! would generafty 
fecornrrwnd it as reasonable 
value for money, and a 
rBasonat>tY playabh game 
too.' 

Mission Omega plays quite 
well and may appeal to some 
players who haven't seeni any 
Other version. But I think it is 
oLTl dated On top of that, com- 
pared I0 Spectrum games 
these days, this is pretty simple 
in graphics and sound. At 
£2,99, however, it does rep- 
resent fairly good value, 
although I would rather pay 
twice as fti uch and have some- 
thinglikeArjri::^>4fac ' 



COMMENTS 

Control keys; M for missiles, 
B for tximbs 
Joystick: none needed 
Keytaoard pisy: responsive 
Use of colour; average 
Graphics: lair, txit jerxy 
Sound: poor 

Skill level*: 1 speeds and 
three vanables with !Q options 



> 
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TOP 



a UP 
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OwwcM* nlnt {town froni tht *^ ■■ you fly Ululofl Om«ga-eould It ba th* 
iiM0tit«UiHt? 



cRmcrSM 

This IS the old bomb drop- 
ping game - there were games 
ot this type about lor other 
computers over two years ago. 
That's a long time in this busi* 
ness. Why bring out more 
now? Even at £2-99 its poor 
value - probatily not oven 
worth ttw waste of cassette 
tape. 

7 think mis is the best of the 
Putsonic games I have seen. 
The game itsett >s pretty old, 
and ffie graphics of this one 

J are jerky and not very well 
defined, but the game type ts 

, quite en/oyable, ana this ver- 



Lh/ea: 1 

Features: T or 2 players 

General rating: felt to be one 

of the best ol a rather poor 

offenng 



U se of computer 60% 

Graphks 55% 

PlayabJIIty 53% 

Getting started 58% 

Addictivequalities 45% 

Value for money 50% 

Overall 54% 
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Mutant Ant 
Attack 

PTOducer: CaM&to 
Mefnory required: 46K 
Retail price: £5.95 
Language: nuchlne code 
Author: S. Alteway 

Youf miniaturised laser lank is 
undei attaclc trom marauding 
ams wtirch have mutated Inio a 
stiper'Sp<aci6&.. Your mission 
IS to destroy thorn, wave after 
wave as ii^ey reienties$iyt 
mafch towards you t>ent on 
your lotal destruction So says 
tt^a inlay. It $ 3 little misleading 
as il conjures up ttie idea of 
animated ants homing in on 
your lank, which isn t quite 
what happens. 

Mutant Ant Attack is actually 
a grid game played out on a 



CRITICISM 

Ant Attack looks very simple at 
first glance, arid indeed Ihs 
graphics are nothing very spe- 
cial, being sm«|l one character 
sliced btock^. But the btoautyof 
the game l^es ^n its simplicity as 
a grid game You can fire con- 
tinuously in any 0I the tour 
dire^^iorts. and your worst 
af>emy is usually yourseltl 
Dodging your own missiles as 
well as the ants t>ecomes very 
oxcitifig. Thai's just atKiut ail 
there is 10 th« game, but I 
thought it was erwugh, and 
made for a highly addictive 
game. A (good) frustrating 
point is that a line ol ants 
changes direction it one gets 
hit, wh|ich means youf 
strategies, carefully planned, 
can mgo awry 1 liked 1I a lot ' 
This game bears no 
rtesemtiBnC0 to th0 Ant Attack 
of QuicksUva} This gnd game 
woutd be a good one inttsedH 
!t weren t for tfie fact Waf (he 
g&me control is tenibfe - 
spoiis i{. but it « sttii rather 

Mutant Ant Attack is incred- 




B«iinr« th* mutkiYl anti and flvtnt mlull**, 



screen wtttch wtups around 
both vertically and horizontally 
Your tank afid the mutant anto 
all move along the green lines 
of the gnd. Should you fire, ttw 
missile travels otf the screen 
and re-enters cm the same line 
from behind Us iheretore 
essential ic gel otf that line as 
fast as possible afler firing if 
you don) want (o tilow yoursetf 
up, 

The ants are character 
bloclcs witti Ktetail m them. Ttiey 
form up in lines and mardi 
atx>ut. the line gradually break- 
ing up »nlo clumps of individu- 
als, The anis dent actually 
fnakfl a beeltrw (sorry) For you 
arKi cooteni themselves with 
marching around, perfofming 
neat military manoeuvres 
along the grids. 



iXy simple. It's also mind' 
blowinc. headaching. madden* 
Irx}, adfdictive and woridedul! 
Its certainly Ihe fsrst game to 
gel my brain in a mental twtst 
Co-ordination and lightning 
thinking will er>abl3 you lo ^lay 
this game, and in this connec- 
tion a tseTter keyboard layout 
would have made Ihe game 
better Sesi used wiih a joys- 
ttck. You can have 10 shots on 
the screen at any ofie time and 
going in any of the tour direc- 
tions. The eleventh clears the 
first The shots wiUa^ destroy 
each other, but it doesn't gel 
you out of trouble because 
e ve rylh ing moves loo fast ! The 
graphics are rxit big or very 
detailed, but good dnough lo 
make for an enjoyable gams. 
Mind-boggling. 



COMMENT 

ConlFot keys: cursors and 

to tire 

Joystick: Kempston, Protek. 

AGF 

Keyboard play: very 

fesonsive. the cursors make 

life hard thoygh 

Use of c<}lotJr: adequate, artd 

bright 

Graphics: small, simple but 

fine in context 

Soond: very good 

SkilMevela; 1 

Lives: 3 

General rating: a good, 

original game and very 

addictive 

Use of computer 55% 

GrapNcs 55% 

Playabllity 82% 

Getting started 76% 

Addictive qualities 83% 

Valuator money 74% 

Overall 71% 



Harry Goes 
Home 

Prtxiucer: Pulsonic 
fh^emory reciuired : 48K 
Retail price: £2.99 
Language: BASIC 
Authtor: Andrew Bond 

Harry Goas Horrm is a poor 
man's version of Ian Andrew's 
game MsnedOut Mmsd- 
Out. however, was a very 
dever game Werry Goes 
Home IS less so. The object is 
to get Harry lo his trofit door 
safely. He must cross a blank 
screen sowed with hidden 
mines, collecting his doorkey 
on the way It tie does get 
home, ttm next screen has 
more mines. 



ounciSM 

Mined- Out used a mine- 
proximity indicatof system 
which turned that gam© into 
one of clear and logk^l ihmk- 
ina. and then added many 
other compile)(ities. In this one 
you also have an mdicaiof at 
the lop of the screen which tells 
whether there is a mine (or 
more) t>eside you In this sense 
Harry is a copy of MtnedOut. 
Bui not in the graphics, which 
are small, undetaiied, jerky 
and very slow because ot the 
BASIC 

This game is the sorr of 
thing one would tiave 
Gxpacted in the vary oarfiest 
days otttte Spec trum - or avan 
#ie IM } come to that it might 
do for the younger flayer, but 
no one aise witi 6e very 
interested- QWte honesify I'm 
sufpr&ed this game requires 
43k. The game is a good Idea, 
but that's rtot tfre program- 
rners, and ffta imptementation 
£5 tar, far beJbw the siandafd 
we ejipecr today ' 

A good spatial and early 
logic game tor 4 for B year oids , 
For anyone else - rubbish. The 
cokiurs are pretty dreadful too.' 

COMIAENTS 

Control keys: cursors 
Joyatitck: Protek. AGF 
Keyboard play; slow 
Use of colour: very poor 
Graphics: very poor 
Sound : Very poor 
Sttltl levels: more mines on 
subsequent screen 
GsnsrsI rating: poor value. 

Use of computer 35% 

Playabiilty 30% 

Getting started 35% 

Addictive qualities 40% 

Valim for money 28% 

Overall 32% 



Out (K !>»• tnNKl, Mirv'a Mbwd^lui 
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PSS, Personal Software Ser- 
vices, started iis fife in the front 
room of co-!ounder Gary 
Mays' two-upn two-down ter- 
raced house in Coweniiy. 

Gary. toQdrher with fellow 
ex-graduate Rtcharct Cock- 
ayne, had studied Manage- 
ment Sciencea at Warwick 
University and. after they had 
research^ potential markets 
in which to operate, decided to 
devote their energies 10 Ihe 
fast-growing enthusiast mar- 
ket of the home corriputei' Ini- 
tia)ly, PSS survived on a £A0 
per week gr^nt from ihe M S.C. 
and both freely admil I hat they 
ate. because of that grant 

With the MS C doir>g its bH, 
Gary and R chard were mar- 
keting their first products, 
advertising for more program- 
mers and. because of the very 
natyfe of the market in 1961, 
picking and packing tapes (or 
despatch foliowing mail order 
sales. This was the era of Sinc- 
latr's ZX&\ and due to the suc- 
cess of products suoh as 
QSAVE. PSS was able to 
move into premises during the 
latter half of \M2. They even 
mangod to pay themselves 
some wages f 

Wilh the fe tease and subse- 
quent success of the Sindair 
Spectrum, PSS was adopting 
a more professiorial approach, 
employing as many fulhtime 
staff as possible and. while still 
reSying on freelance program- 
mers, beginning to recruii fuH- 
time in-house programmers. 
This enabled the company to 
spread iis pfogram base 
across as many machines as 
Ihey ware released PSS was 
also one o1 the hrst companies 
to emptoy a tull-time saies 
manager John F1«tch«r. 
Constantly aware of the vol* 
atile nature of ttie home com- 
puter market. PSS recognised 
ttiat the days of marl order wer« 
numbered and John's role*as 
to ensure thai enough outlets 
had been established both in 
the UK and ovorseas to con- 
tinue the company s growth, 

19B3 was Ihe year of oon- 
soSfdaiion when, going from 
Strength to Strength. PSS 
made themselves one of the 
top software houses in the 
country by continuaify produc- 
ing top programs Recognition 
Of this achieverT>erit ha$ come 
recently by becoming finalists 
in a RadFO 4 sponsored New 
Business Enterprise Award* 
The broadcasting of a half- 
fiourly programme on Radb 4 
should coincide with the com- 
pany move to new premises, a 
smart inodern ottice building m 
WesI Coventry, 

PSS has shown that reces- 
sion hit areas can produce 
success, and they look fofward 
to ihe Kjture wrth eager antici- 
pation. 



1 00 LUCKY AND CU 
READERS CAN WIN A ( 
I BLADE ALLEY! 



The latest 3D shoot "em up from arcade 

specialists PSS is the prize in this ludicrously 

simple competition from CRASH. In 

association with PSS, we are giving away 

copies of this great new game to the first 1 00 

entries drawn from the ever-expanding 

competition bag, 








BUDE ALLEY COMPETITION 

Just answer the following 
questions and $end Ihem <n on 
a postcard (or the outside of a 
sealed envelope - ii works as 
wein to THE BLADE ALLEY 
COMPETITION, CRASH 

MAGAZINE. PO BOX SO. 
LUDLOW, SHROPSHIRE 
SYS IDS, Entries rnusi be 
received by la»t post on Fri- 
day, 29th June. With the 
exception of one que$tton. all 
the answers may be found in 
this issue! 



Blade Aiiey uses a shadow 

of the space sh^p - like wtiat 

other lanxHis arcade 

game? 

Name the four types of 

hazard encou ntered m play- 

tng Biad^ Ait0Y 

Wnat do the initials PSS 

Stand for? 

How many times does \\m 

iiile B}a6e Alley appear on 

pag«s 33 and 34 of this 

issue? 

5, Count up how many times 
'3D' appears on pages 33 
and 34. Add up ail the 
threes together and multi- 
ply the resull by the game's 
retail price, What's the 
answer? 

6, Judging your height in 
Btade AfSey is achieved by 
gauging the distance bet- 
ween yourself a^f^d . . .7 

7, Give the litles of three other 
games for Ihe Specitum by 
PSS- 

S. How many frames' do the 
enemy crafi gc Ihrough 
before they reach you? 
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Football Manager 

Designed by Kevin Toms 

Some of the featuies of fhe gome: 

* Malcfies in 3[> graphics 

* Transfer market * Piomofton and 
relegation * FA. Cup maJcties * 
Iniury problems * full league 
tables * Four Divisions ^ 




* Pick your own team 
foteachn^otch * As 
many seasons as you 
like * Managerial 
rating * 7 skill levels 

* Save game facility. 



ddicti^ 






' ZXB1 Chart 
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4«K SPeCTRUM £S.60 




l»*C^NTlVf SOFTWAfti LTO, 4*L«maen 3ut*l. 



The CDS experience, more 
action....more adventure.... 




This is Timebomb a brand 
new Arcade Adventure 
game from CDS. 

Just one of a new range 
of exciting programs.,. 




\ 



\ 






I cmmkw Systems 



COSMlcfoSysterm | 





OlSliY E5-9S Midi at W.H^Srnth^, 'Boot%. John Menzies ond otfmr leodwtg Computer Stom , «-». 

Anikible <f?r«cT from CDS Micro 5yir«mt S«tkI Cheque or P.O. To CDS 10. Wectfield ClotftTickhai, Donccitier DN1 1 9LA. T»1:<030rz) 744THt1 



...with the Intelligent Joystick Interface 
from Cambridge Computing! 
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IDGE COMPUTI 



)>tfora1/V^k,Cafbnfl g^ CBS 8QZfre!feprton6 0323^1 4^5^ 
^^ f ^ niHu uBHiif lur^M#iip#iiii niitiiiii kiauum — » 1 ^ ^ 
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PtHH «Maw UD ia a dmnlar fMhriHv 






With ttw ifluncft ol Paytton, 

aaffm 3 two younc proor«nvn«(« 
nnvQvBn HinMi rsd im nmHiym. 
T>i8 two nsTTHH bnhlndPft^ewi 
vo Paul Voy««¥ arwdl Tayo 

dQwu TiMy b(3Av air«duaisd bwn 
an •ngin««fino Q0I9M iMt 
«umrrf«r MKJ opiad nopt toget 
lftvoiv«d in me »ndina«ring 
industry tnslead My iMiH oul 
and boughi a Spacbum. Twa 
WMl^ later itwy had taught 
thamaatvttt madiilne COM and 
than apanf atmosi aavan ffumtte 
produotng Rtytnvt 

Paul ts a volubla psfaon with 
taidy Sfrong opimiom abou* th« 
Mwy maga^nm ngadvnl rwvie# 
games sfvt presanlacrven 
piRtMfae. Tayo ia Nigartan. and m 
dlKUW>ofi m tha Ptynon launctil 
daoowoiad w» hod bean 
n^ghlicMv (ihoutfi M^rilad by 
■onto ytwiji tMng ilntoal naxt 
door id aaoh ottiar in UQpa. 

Rati and Tayo work wy avarny 
Dm a game, tnrermkigbng their 
indMdijal rrwihods C3f assamUy so 
that, as PBut ctaif?wd. il should be 
vary (Mficull: icniaaaaaombiB thatr 
ooaa. hacBuaa Ihoy each have 
ina«- OHTi rauunaa ttai get 
hopalaaiiy ntined togMnar. Ha 
pointad out thai a ctovet 
disuaafnblw can 9)01 the way a 
programmar tend$ lo wortt. say 
Mtfttww SmHh. arvl it ma^as 
d i li cl l on work easief , wr«f«as 
wMh^H^ron two diHofanJ thwiung 
pfoea w aeahawaqooamtotha 
pro gra m w»d la aTn g aHhafa one 
traflof IhnigH atartt and anoiMr 
laa woa off i& rxst so simfite 

Paytron IS an eixjrmoiJS 
program wfHCh uaes every bit Ol 
tha Spacifvm's MM. but both 
pf ograirufnetaart now ai wodion 
sornethmg which pfoinwaa* 10 b* 
evan more q^ectai its coda 
named Ps* Wamof lor ih# 
moment, and Beyond hope to 
have A ready tot the autumn 



THE EPIC GAME 

ARtwugh it waart't entirely ready 
lor the launch BaytHid'a n$w 
advenlmfig^m^, The Ls?r(is Of 

aavaial acreana wontand. Beyond 
(Mm ttiatjhis js The wcMd'a fa«l 
bte game, whtcin aHowa the 
pUtyer to Maze a t-mrOK patfi . 
throMgh a iMry background, 
drawng the aoanery and 
tfiaracterv every step of itte way. 

This fs posstMe ihrbugn a 
tactvuque coJied 1andaeai>)ng it 




meeni thai every tone 

location and retunt 19 d Iktm « daw 
dtaction, M wil be drawr» again 
wttti a dftferent baekgrourn Every 
time you mo^ Iqrward, so ttie 
ta wi a tti pe changes, dtsiant 
faaturaa oommg never and 
revealing naiv MM. Beyond 
dadm that thtra are 3S.00CI vtaws 
to be «een InTTte Lord at 

You t«lie the part at Lord Luxor 
the Moonprlnc e . guidtno hta 
oonp a triota and ttatnertng ar mi a a 
to defeat the evHWlkliUng 
Doomdarft. Aa Lunor tfUbt hia 
fo^^a, ao you are able to see 
through ^ ayes ol each 
chancier /Hie game is extremely 
coffipf a M and wtMt It aNow) you to 
do and ma w^ya in whidii M can be 
piayad. Forturiattty N la 
acoonvanlad by a 32-page 



I 



TayeOtawiiiandPaulVnaay.atMhoivorftyeoii PaiiclairnetoheHiuvtvadliH 
aOmnaatenlaHiaoiragairH l^uy* ha cotJdttvwe canted on 1x4 fftephcirta 
rapig: ^ (*• v«ari? 

GomgBwfOn0n»ta<mtmnimtMM$ m! ff ^ tKmJaiiriit7hflar^glMiantgl« 




I which MIS the aoana and 
deacrtwa the gaine in detai. 

Aj/thor of wior* 0/ Mrdnjghf 
1^ Wta SinglMiMi wtio starlso 
inweniirH giniee n a younfpter. 
Whie WQildng aa an €n#eh 

teacher on Mer a eysi de . na 

[mxluoed a oompuMr moderate 
game c^il&d St0f Loni which a 
played by hundred* of peopte 
every week, sendirig ir thetrnarder 
lor the gpme to Mkai house lo be 
proc sea se d on hie Pet. The lords 
of Mtdniffht m ihe fesuK ot moothfl 
ul l%ard work, prtd he has pianned 
two saqu^ Doomdari^a 
Revange andThefyeoftfte 
iktoon.whK^shouklbaa^dlafala • 
in the autumn. 



DORIC CHANGES 
NAME 

Ckssa doaamfh of ouf last rs&ye 
may have noticed it% HaiNpago 
edvortissniBnt tor Th? Oracle s 
Cavs, the animated graphics 
wim«un from Doric, and seen 
that Dork have now c«a>rn€ 
DORCAS Software Chris Dorrel 
&$y$, Wt decide to change our 
, name to avoid conlusfon with 
anothier sohware tnouse al the 
business end d the market afxj 
witti the One micro.' 
The namp Dofcas ts derived 



Adventure Software, and 
reaffirms the company's intention 
or pf oducir>g adventure games 
Tho latest release Irom Dorcas 
continues the tent/graphic 

lacti which was ysed 50 well 
^03Cfe'sC The n«w game 
due ?.oon IS called The Hunes of 
Zenos and wjII consist of 1 2 
separate but closely linked 
ad'^entures, each with monster 
animallon. pnobtem sotvjng. sourtd 
effects, sentence ir>pat. 
performance evatuation and 
miCFodnve lacHittes II wrii run on 
ttw 4iaK Spectrum. 
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LE CHEF de BUG-BYTE 



RoUI»f* Qim4 Im HbttB pnpons to Hrvs up « SbffMiH d* ^MCtrun « *• ZX 



Livi?rpoot-be^^ soflwafe housa 
Bug-dyt* have taN:on lo the 
Kitcrten for their laiesi roteaae, 

Ian Ha»f«, chef lo British 
Routiefs. hias prcxJuced a woiW 
Tir$t in ihe home cofnptjier 
sodwaFS markel. 

He explains Lffit Octciter an 
old tmertd asked me for the recipe 
ol a dish v^hich has always been a 
favourite with guesi at ktnches 
"•vhichi I have cootod lor RouUers . 
As a jKike J tried lo {Nil Ihe radpe 
into Ihe KHnputer. 

One Wr»g lad to anottwr. and 
befofe I quile knew what had 
nappertetj to rne. I loimd ihal I had 
an appoinlrrbSfil with |he 
marketing maneger of a majof 
software company lo show hrm an 
outline for a oornputonBed cooker 
"booh." 

I gcwe enough o< a 
demomtraUon to be offered a 
contract for the finished producl 
now, sofne (our months later, I 
have maAagad lo compelte IM 
coo*,'txx3k," which runs on a 
Spectrum and whtch contains 
over BO d mv most popular 
recipe^/ 

More than ju$i a coohefy book, 
pertiap^ onf?-ihinj of it>e pirogrwn 
13 i^ken up with a compfdhefisive 
inde* Vou can tell Ihe computt* 
[hat you have some pork, in the 
fridge, and it wM mahe a se^ectton 
of suilatMe f ecdpes It wHI aJso fist 
CBOQe^ by category such a^ 
Sterters and Desserts. f1 wui 
satoci recipea aeoonfing to such 



criteria as price, lime takefv irv 
cocking and preparation , 
simplictty and country ot ongm 

To fourxJ olf the iiMtex. tan has 
put on another hU' -that of wine 
oonnritant - and has fiiggpstad 
wkieeto accompany tfw diehea Ne 
has tnyiled you (o cook. 

Ir) the recipes themselves, lan^ 
has again found a use lor the 
pailidilar sbengihB d compuiera 
AJI the recipes are tfS|itayed in 
either impeiiai orMeftic 
rnessuferrvenls and tor any 
number Q( people (up io 200) He 
has brought trli practical expefUae 
to bear htghUgtimig any tncky 
S49CtKxi^ and explaining how hie 
deals wiilh them 

I was amazed lo discover.' he 
says. Ihal ihts is the l^rsl trnw 
anything like this has been done. 
It seems lo me to be so obvkHis , 
with computers iHing fourxl mote 
and more m the tiome, uses 
slxtuk:) extend beyond sames 
programs and hotm tMlOgel 
ac£ountin^, Mceeienl tliougf) 
U^seare/ 

Tony Beden. director of 
BuQ-Byle. first saw Itie jxogram al 
the Chnsimas Computor Fair al 
Wembley, He Mae ao Inipressed 
that he offered tan hfoare a 
contract on the spot 

Th0 Cookbook ccmisjsIs of a 
speoal two-casaette pack, one for 
the rndex arvJ the other for the 
recipes Available from aJl good 
software outlets al £9 SO 



W.H. SMItH DtPAND COMPUTER SHOPS 



WH SmCh'treiadflhmwiN 
opanai)eeit11 more CornpulM 

Shops and SMlend at (eeiC So 
HMng Compuler l<Oiow-fiow - 
d^Mimsnls by the beqinning erf 
Septsiftwr. Thiaoofnperty already 
hsa 33 Computer Shops in W.K. 
Sinith stores, plus Ivwo Computer 
Shops at I fse t h r o w airport, aa 

I reported In our Marcfi tsaue, am 

I riadiie itMi) 220 Conipuiar 

I KnonMvMrdspMlmenls. 
the wel designed ooTTtpiei 

I Coflnpuhf 8hops offsi omtomerii 
a plsoe wfhsn ihey on stt et 

I ooTMOla unMsend use oorrqMM 

, ^rslBnw, which Include the Acom 
ElscetMi. jAoom ^C Modet B 
machine, the Appte. Commodore 
eA.Sindair'tZXStandthe 
Spedrvn. Computer Know-how 
dspsrtmsnti (acoordtng to their 
size} also hM e simiiaf renge of 



ComptiMr Shops and me 
CimpulsrKnowHhow 
dspsMnems aiso oiler a 
oomprahenahi)e rwtgs of Boftwara 
(including e dm s B onpfogreflis 
and gamHSli, as wen as oirw 
coofipuier peripherals, and slao 
WH Smiths owTvbrand 
Cotnputat Program Data raoordar, 
TTas mediirte is caMed the C 
PO-A30D, It cotK £30,^ and la 
speciftceiy d esi gned for i«e wiitf^ 
penonst computers. 

CutiemarB cafi also fnake lull 



i^e of the gnhpuier sMTs 
eMpertiee at W.H Srrath 'Wewant 
people lobe abte to ly oiit 
hantieafelorftemeaMsand 
have ttie oppor^jnMy lo disct^e 
and compare the vwloue 
compter specflcailora vid 
spffteare padagee witi out 
^MCially trairwdaolf ,' s«d Mr 
Jotm Rowland. Mer^hand^ 
Conlrolier lor pereonel compMlen 
at WH Smith, 

W N SmUhspianninQflSanes 
of com[HJter eichtj^tkjn evefungs 
(fUnbyW.H Snvth s compuilwr 
Staff), The a#n oi itnese evenings 
iS to dan w fw ifB tP the specific use I 
of computera arxl peript«fals. as 
weK «9 to en coure ge people lo ty 
out Ifie herdwaire end toflweietiy 
uwigtheWH Smith staffs 
expertiea. Often attending the 
evenings are aoftwara suppHers 
and handitwe manutscturers In 
adtifion ttwre is a gre^t deoJ of 
fftersiure avaitable km people V> 
t^e away wtlh them. 

W.H Smith have 3»<«iiM 
shops. By the u egiiiw in g of 
September 19B4 newly $0 o< 
these wHi have CcKJiputer Sfiope 
and jTKxe than 220 wM twe 
Computer Know-how 
daparlrTtenis , 

New Computer Shops wM be 
t el BdhM. Clailar 
Derby, lewiafiam, 
0«lofd,Praetgni,Somhend, 



Sunderland, WaH ord and York 

Extenfiiorts to Computer 
iCnow-how dapertmanla wH be at 
BasUddd, BaoKird, BtacApool. 
BounwntQutn, prvdrerd 
nciflfgaie}, Chaknsford, 
Chettatiham. Coictiaster, 
Crawiey, Guidford, Hanley, 
Harkiw, High Wycombe, tllord, 
Lu^DTi. PelertKXough, Putney. 
N^nngfum (Vidona}. F^lchrnond. 



Stougn. Solhut. Stockport. 
SuHon, Swindon, WooUch and 
Wortting, 

Co mp Mls i e w ar*ias pisnned tor 
theMtfrewriiibeetr 
Cenjifl, tSlesQow, Kingston, 
Leeds. Leicester Uverpool, 
LjonJon (Holxxn Cifqus and I 
Croae», Mottin^ham (UHsrgrti). 
Reading. 




vp fj 



SPECTRUM CONNECTION 



■■^'"'^ 



'- OKTroniCft fiave announced 
IhL' launch cjl the OK 'Ironies 
Spectrum Owneri' Club. The 
Club indicales an endofing tarth in 
the ZX Specif um compiiter To 
lau-nch ihe duto. OK Troncsare 
f unn mg a 1at>uk)u& prtze (Jf aw . 
deiaiis oi which mdy t>e lound m 
tnis tssiie as well as other 
magaiirres 



The rif 5t pn/e w»ii be a Strtci^ir 
QL compuief . IN* s^ond pnze V 
ts £ 1 00 wM h lcH1crw-up prizes Of 
C50ar>d£25 There w 1 1 of course 
t» free membership to rhe 
Spectrum Owneis CttJttJ The 
draw lor Ihp prijes wll be made 
on Tsl August a1 the CRASH 
magazine offices in Ludlow. 



SHERLOCK DELAYED 

Sad r^ws for aittventure fans 
(Mnfang for hMbOurfi* HlOuM't 
mm^me Sttrntoclt Holrrtes Its 
ratotM has been puf ttack to 
Saplemtwr it was tir^t hopo^j to 
hav* It out tmrnadiatety after 
Chrtatmas, tfwm it was put back a 
rr»r#K vtd then to late spnno 
I^Hrf Bym** Qit Matioume Hoijs^ 
ILondCKii t«H$ us thi^t the 
proQramming tearn ar« stiti siavifl>g 
awB^ because the (somp*eicity erf 
the pro^rftm has made a diftrcuH to 
cram t\ n^to the menxny of a 4SK 
Spectrum. 

StM, Stieriocft Hotm^s witt 
otovwusty matHP a smashing 
ChrfsMM f)fS«snt lor 1h» etid of 
iNs and , arid the amount of weak 
that has gone into making ii 
ponttri* itx>uld err&ure that n ts a 
IriMJtous QMne loo- 



HEWSON 
CONSULTANTS 
GO FRENCH 

Hewson Conaullanl'i tnlogy of 
30 Seiddab gam«s are to be 
•UffPiiecl to over 300 outlets 
tHOugtMiut France The trilogy, ^D 
Spiscs Wats. 3D ssftyaabAmick 
arxJ last month s CRASH SMASH 
3D Lunaffec>f . were written by 
Slav* Tumar lor Ifie Spetarum 
and have now bean convartad for 
the Oragon by Antiraw 
Bmybrooik to fulfill ihe Frenci^ 
contract 

At the same lime. Mewson's 
new artveniure^me, F»r)tist& 
Dmmond (a CRASH SMASH for 
this moriih ) . has beon «ntaracji in 
for a French adventure games 
competition. When first 
appi'uacheil, AihIivw Hawson 
wn fWnOy twmused txy Ow notton 
of an Engoah wffnan game being 
B««n in Franca. IhB competition 
orQaniaafa. honvavw , felt that itits 
wn a nogigtole drawbadL But 
Andrew &ays ttiat rl if does *r^ in 
the competiflion then I hey witl get 
to worli on Iranstating ttw 
database of ttw game into Frervh 
- no wvy l^rtcl At leasl Hord af>d 
3u<t needn't be ■ bother - itw 
imtiiii belters are ttw samef 
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CRASH MOVES 



After reporting on (he above item. 
1 1 mrgni he as well io tail everyone 
that CRASH is moving - 
approximalefy 300 yarcJs - 10 new 
oifices nn the very centre of 
Lud4ow (appropriately atwve the 
Victoria Wine Shop' J The mo**e 
has been occasioned tjy 
CRASH s f apid growtti. which h^i 
demanded nauch more space It 
vviit also enable perrgheraf 
activities to be expended like the 
Koiline ar>d Helplir^ as well as the 



REAL TIME 



At Apnt'fl ZX MiCrot«tr (Alty Ptly. 
London] a r»ew softwara houae 
dimon«tmt9d Iheitr rirvt-HBvaf 
ginw on th e CRA SH aand. Wte 
■ti MM AfiAW CMOMd one of 
Ih* ^MO vvfiO' make up fleaf Ti^n*, 
bacaina hto parents Hv« onjy a 
tow doors away trom tt^ CRASH 
Of^ne, Ttie aecood mem^ai' of 
fimt iTinfe is Ian OHvar. Both ara 
ttJdylng in Le«(^ Thn ganta to 
CO<ia flamed Twik Duaf, ar^ R 
oonnuaa whart Aiue't J0 
OomM iigna artd CrystaTa 
tfommal^ Aaiwi^e (eft oft AHar 
aoma p m wii a fy optnions 
QfabtMd' tpom rwiriawafi locally, 
Tank Duwi waa pronounoad ttw 
taet version of the arcada 
tovount* 'fiattia Zorta' yet PWv 
hava yat to ba tmlaadf re^jaiang 
mvivanD ana vbb or ine 
BTOoani, but tna axpatiao pnoa la 
balMan€4e5«f>dC5 50. 



I C^ariiL (ex - Artie}, who aaw 
iha game d the Uk^aii , gava i^ 
opinwimat K was ottay buloid htt 
liow. Pantiapa thaf a a Ibuoti ot 



pr o i a aal onalaourgrapaal 
otJDCorritwrZone. TankOtftOs 
only the third program of 4fl hind 
iQrme spscuum afiQ taoanaaiiy 
ttia taaiait and buBlaat varahEin, 
lalit frianiy of ooiour and vary 
faai-m^ng SDfimiihlcs. Ttw 
gwna toa^jraa taWuM dMafant 
type* of lank as wal aa llytng 



j^ 



fii. 



m 



piianned laurtch of some new 
titles 

The itiove wiH not alter the use 
at (he PO Box 10 address used for 
general correspoflderica wllh us 
Nor wii' the Hothne phone numbHf 
and nvB general number (OSfi^ 
sesojbeehangerJ There witl, 
however, be ar> addiiior^l edilorial' 
phone mjrriber whrch will appear 
tn the nevt m/tte and this will 
f eplaoe the currant 4fl0l nunibw, 
Gotir? 






°]j Melbourne Hmmt have 
announced ttut ttw dosing dale 
lof ttwir HUfiG competition! has 
rtow been extertded until 30th 
June. This gives even ithxb 
Spectrum owners the opportunity 
io wJf> the prue of C3.0O0 lor (he 
beat ganw deaign using HUHG 
(HHgh Lawl. Uaar Friendly. Reai 
Time Games Desigrief ) 

Entering the competition is 
easy, as no program ming 
knowledqa ts rectuired to creeiB 
games wifh HURG. Details of 
entry to the competition are 
ervclosed with ev&ry HURG 
package (€1 4 95). so rt you 
riaven t got rourxl to il vel - there s 
one more month lo got 




aauceft and btatfs, dsttliad aoHd 



mwxmmmm. 





TRACK BALLS 
SOON 

SQ^4f& Nxtse Mlcrofn«nl« 
have announcwl (Mat I hey wrU 
nave Tnck Balli. lof the 
Spectrum soon The ergortomH: 
pystick' conlroHcF, which 
resembles the top of a Sfuhcrre 
slicKing out ol a box. 13 almost 
esserrtial lof jHa^rug tasi games 
lilte Mtssrte Dotence . where a 
Imng sighl has to be moved at 
speod^rxl With accuracy Emslif^ 
(and $on>ehwai rare) track balls 
tend [0 t>e v&ry expensive, but 
Micromania are enpectirtig to s*H 
therfs iw afotind El 4. ThiBV are 
being imported Irom America and 
shouiil Ijs on sale in a few weeks 
Anyono' Jntorested. who woukl like 
mofe information, should ring 
McJomania on Oi-fi? £t>lS2. of 
write U Lower Hill Raid. 
Ep«Ofti, Sumy KT1$ it.T. W« ye 
been promised one an tOOn «» 
they arrive, and will be reviewing ii 
as lasl a& WQ can 



TLL FOR VORTEX 

Hairing completed Ihe *aw ol 
correct entries to ttue Vwtex 
CompBttllon Of) the CRASH 

SliindS a! Ihe ElOverllh 2X 
Microtaif at Loridon s Alexandra 
Palace on Sflth A pn 1 , Luke 
Aridrwi'iof V&rreji totd i^ alxxjt 
Ihetr new release, called TLL. Ttie 
iTtitiais s (and tor Tomado loiv 
iBvei. Vou must liy your Tofrado 
jet ftgtiter againal ertemy 







positKif^ The graphics are a 
continuBiion ol Itiose seen m 
Mdro^d 2. and me claimed to be 
detailed and m 3D The gaone will 
pravtde or^e landing s^rrp, flights at 
very tow level ovef varying lerram. 
v\tOuiAwq the ^a, wtth the aircraft 
being guided by u&e ot ita ahadriw 
on the ground Theire witt be 42 
screens ol landscape and a wrap 
around map are« a?xJ long- range 
radar which warrts ol larxlscape 
chartges and enemy positions, 
m STKKjid be avaitabte very 
soon price £5. 95. tor the 48K 
Spectrum 




*(»^e. T)i« SooltetStMdowt. and. Msw, two ol the tuperb (iluttiatien* by EmmftmnH lor Q» book. 

THE BOOK OF SHADOWS 

.4^ .^^, F^ans awaiting the new C«rr>«lt 

'^'^^ „ megadventure rhe tVrarh of 

Magi'a . wifl be phased to he ar 
^ that Ii IS row imminent Difficulhes 

wnh f rt!ing everylhirHg injo itw 
'/f memwy space and organi&ng llw 

Competnion which Carnel! are 
running trave cau5ed the recent 
' a\ delay* Mi»gr^ cof>s<4is ol thret? 

^ ' 4aK pfog^am s 1 n one package and 

req4jires the full as84«ance of a 
n^arveHously otlusirsied ttook 10 

gay ti- The book . Wie Soo* of 
?s(^#s, rur^ 10 1 58 pages and 
contains 51 black anrf while 
drawings »t dietails the history ol 
The Third Conti nent upon w^ict> 
Bistvk Cfy& i&i and Voicantc 
Dungeon were also based in 
nove4 form It 1$ idtowed by pagies 
i and pages listing ihe enchanted 

beasts and objects which wli be 
usoluf in the adventure . plus a 
recipo booJt oi mage poiions and 
spells and the iimes to prepare 
and use I hem 

The Wrath at Magra promises 
to tje an aM-ervcompassing aftair, 
the sori ol classic adventure virt>ich 
Will require relreating from ttW 
, world tor several rnonfhs' On lop 

P Ol that. 7^ Boo* 0/ Shadows 

should provide sevefal more 
hours' enlt'namment (01 Ihe 
ardent adventure fan 
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,v « -^sflvVs^e fun game of 

I the year — Tr ashman. 

From the moment you sit 
li- down to play you'M he thriU^ bv <iH.^i^ 

this exciting, original. laugh a * 
minute game. »' 

- - Your iob may look easy to th£^ re£t 
of the U'orld. but you knou,' the hazards - 
speeding cars and pavement qi/clists can 
both shake you up. Let's face it cars can 
•i beiataj. 

But if that isn't enough you've got the' 
other problems ol vicious dogs, the after 
^ tweets of overeating in the iTanspont cafe or one 
■ loo many in the boozer, *< 

Not only will you be gripped by the action 
you'll be amazed and amused by the high quality 
jUK^ gr«iphics. ^ 

With seven kveh of play fealuring three 
attempts to finish the ganne (assuming you are not 

run over by a car) Trashman will provide even the ^ 
l^k**f^^« most experienced games player with a thrilling 

challenge- 1 or 2 player option. Hall of Fame and 
H ' ioystjck compatibility'^ ensure this game has all the 

^ best arcade features. 

'^ Trashman is available NOW for th€4fiK 

f\ ;- Spectrum. AaAi for it today at your local 

* i; *Ufe. computer ^ore! 




Only £5.95 




•Kempsftjn; SpFTcAiir Inserface 2. Pwiek or eguiuc^rir 



Software 



FREE POST. 
BathBA24TD 

;.. Tel: 0225 316924. 
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WIN THE 





PRIZE! 



fes, folks! Roll up for the competifion of a lifetime. You've 
been searching for the ACG Key in ATIC ATAC for months j 
Ind now CRASH in association with Ultimate offer you the < 

chance to really own that elusive key^ j 




venas 
eACG 

nneroHhis 
done to be its proud o 

best, most accurate map of 
comprising the game Allc Atac. The . _ 
■ for each floor must show all the rooms sn 
M corridors, all the fixtures and fittings, colours 
K of the doors, the secret passageways and 
t the staircases - as much detail as you can 
^^K s^nstbiy fit in. How you do it is up to you. 

m^ The best drawn set of plans overall will also 
B be used for prepahng a iarge, futl^colour 
• poster of the castle, which will oe published 
in next month's CRASH and the foilowjng 

tissue aftef that. Stuck together, the resuH will 
I be a detailed A3 sized poster. 

And, of course, Ihe cartographer/archiject of 
the best set of pians will receive the Ultinrate 
. prize - the febuloua ACQ Key trophy. 



DrawiMg^hould be sent \^Mm ACG 

Competmot^ fiOASM Ma^He, PO Box 

10, Ludlow, sMM^lBi 1DB. and 

should arrive by the lal^HRn tsth June- 

so you haven t got all that long. Get those 

pens and pencils out f>ow! We have already 

received plaBS of Atic Atac from a tew 

readers - it would be best for those people to 

have another go. but If they wish, we'll 

accept the plans as entries for the 

competition, 

The dectsion of the Editor will be final in 

judging the entries. 



wm 
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Wofcome (o our new 
section I We have received 
so many letters from you 
asking for - even 
defTianding - a tew pages 
devoted to playing tips that 
we have given in. Lloyd 
Mangram's desk has bttn 
sEightiy expanded and tfi« 
budget has even strelched 
to a Spectrum and monitor 
tor him. so he can test out a 
few of the l«ka obvious t^ps 
sent in. Hera, we will mostly 
(though not exclusively) b« 
dealing with arcade tips, 
leaving tha edynture-reiated 
ones to the Adventure Trail. 



je SET WILLY 

The mosi pressing questions 
of I he day seem to relate to Jef 
Set Wifty, and thanks to all 
ihose clever dicks who iiave 
sent m mjnh progs for giving 
infinite lives, etc, WeVe not 
publishing those yetf But we 
nave also had bads o1 letters 
COfTiplainfnig about lh0 
StH;alfed bogs m an otherwise 
magic program . You seenn \o 
have be«n puziied by ihs 
knexpliC8bt« loss of lives, 
which occur in two ways. But 
befoj'e that, for those who 
obsarved the 'Gaping Pit' in 
ttie screens we previewed 
{issue 3). the copy we used 
was Matthaw Smith's 
pre-produclion version, artd a 
number of features altered 
sEightty tvefore ii was actualty 
completed lor sale, The 
Gaping Pii now becomes 
'Wa Must Perform a 
Quirkafleag'. 

As tothe tH^s', pertiaps 
ourfuli review in the last issue 
(4) will have cleared up the 
pc^fit. but to re-iterate: many 
players have found that they 
bse all their fives on entertirig 
certam rooms after a while - 
The Kitchen, West of Kitchen. 
East Wall Base and 
Qjirkaffeeg to be exact Some 
f^ve said this htappens after a 
while', others have canecMy 
noted th«t it happens after you 
have visited the Attic, 

This feature has been built 
into the game to make life 
more difficult, the ot>ject being 
to dose of 1 most of the routes 
back to bed Once the Attic 




h« »anM*f» 



has been visFted a chain 
reaction sets in, causing kiss 
ot all lives 

in the atoremenlioned rooms 
and causirtg the guardians in 
the ChapeJ and some other 
bcations to move (ostensltMy 
to the killing grounds where 
you Jose your lives). 
Consequently, visiting the 
Atltc should be left to tfne very 
last. arKl having been there, 
the obvious easy route back 
through the Kitchens is out ot 
the quesbon. You witi have to 
retrace your steps through the 
Banyan Tree (thcky). On the 
next iwo pages you will find 
a ptan of Jet Set Willys 
Mansion, wh^ch may answer 
a number of questions, if 
you comptete tt^e game you 
will have to reload it to remove 
the t^ock caused by visiting 
the Aitic- This is actually the 
only mishap with JSW. and 
one for which Software 
Pro|*cis have already 
apobgised. It was 
impossible, it seems, to get 
round the problem because Of 
the sheer stZB of tfie program. 

How do you get under the 
Security Guard is a common 
question. Have a k>ok at t^te 
map. Thie only roulo is via the 
Wine Cellar, mto the Forgotten 
Abtiey. When you're in the 
Wine Cellar, the way out to the 



right of screen isn't very 
obvious - try it though. 

We said loss of all iives 
occurs in two ways, The 
second, which has upset a few 
readers, ts when you fall 
through ihe t)ottom of certain 
screens and the action 
repeats until all lives have 
vanished. But if you think 
atxjut it logically it seems fair 
enough, Such carefessness 
deserves a total toss of life! 
Examples are falling off a 
platfofm in the Orangery, 
down into ihe Swimming Pool, 
ActuaHy, here you may be 
luckv to catch the rope on the 
way down and save yoursetf.. 
Another eMampie is up the 
dreadlul East Wall for tun, try 
lumping off the Top of the 
House screen and see what 
happens , , 

The reason for this ts thai 
when you bse a life, you will 
notice that the next life 
commences with your 
entering Ihe scfsofi in exadty 
the way you FinA enierad It. 
Consequently, if you enter by 
taliing in from thie top, the 
computer has you do the 
same thing next life, and SO 
you fall endlessly to yoiir 
eventual extinction. It may 
seem unfair, even irntatir^ - 
but isrt't that life . ? 

Now some letters . , . 



WHEELIE 

Through readir>g your 
excellent review of Wheetie in 
tfie March issue. I tmsted your 
comn>ents and spent my 
hard-earned cash on ii You 
gave it 99% for addH:4iv«nus 
ar>d I wholeheartedly agree. In 
fact I have found myself gluad 
to the screen except for short 
tveaks. Welj. peopte do have 
to eat, dont ihey^ It son>e 
CRASH readers ever think of 
giving up. here are the codes 

for(evet£(WnTYj,3 

(SHARKJ and 4 (BEBOP). I 

recommend this garrw to all 

untoiftuhate CRASH readers 

wtro doni own il, 

John Knight (1 3), Tamwoftin, 

Staffs. 



ULTiMAIETIPS 

Starting with Jetpsc , if you 
position Jetman on the top 
nghl ol the screen on ihe 
ptatform and leave him there, 
the aliens cannot kill him and 
your score will amass. Now on 
to Trans- Afn Start by going 
fight. If you find a cup then 
travel in a straight line, and on 
the scanner another cup wilt 
appear. Do this uniilyou have 
four cups, then go left and 
repeal thie process My best 
time IS 1 minute 34 secorKls 
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J«t SM WUV'I nuntion ■& loo big (o ht r»gh^ ac'oss th4 iw) paon. w w« hiv* iifM i) kmo ItvM 
HdiDrH. ilM Hau**. th* Drh* and Maoslrv*, and tti« Bhoi Md Ykehl Thtn m, ol DOura», 
MKHNii^ mowamtiU i»(«i««n tcnttnt 41 AfKJ 4a (ih» iiAn WW VM loott^ 
bMMMntefMni44«MS4'{MCuriy(MBn)tns«wdriv*}. >n iddMon ■orMn« n and iSaMowr 
eN04«v ifwvwwni liiwugtt cm oir pwfh twr* ainfn to 

Stmlii^ HiiH way up' (^ oo a fi 2£) vid Tho Piifist Hot4 (icre^fl 1 <i| lOifrvnunilcitlA hfArttcAiiy (up only) 
H y ou mviani to QOl nlo 'The Forgotten AijtKV [s?e«n 43 ). vou will dtscoMr a aecret passage leads 
diroctiy ou\ Bvlow lh« 'SKurty Guvi^T {»«9»n 44]!. R « poMibto U Sp4 tul from uDdtif Iha Dnv^' ( SSJi 
anjflrTi9rgain'TfwOrtv«'l54),The1eistobvtoiafiwv«^(o|i,ntponirwrcicrfofitw Wmchioww' (U 
upwrante and anwpe In thtp 'Off Hc*nM' {S3). Ther^ &rQ a number of othflr 
toaa itmn obviCHua iTtov«fn»nls ooaMitt. bul here «t« u oniy nr^nhctn 
mcltoaptng upwards rf«ffl the tof) of Dr Jones wW ntrtti ttiiimtt 
(Ns wdt r^ftuii in ^(Hir » i n* pl f ifl ifi Wo mus] p«rlDnn ■ 
Ouirkanaog' ~ noK v«ry mce 
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Keivieth Kyteand Roger Kean, 1964 
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KEV TO THE ROOMS 

3 HomtriLuni 

.,• iitutt pmttBirm I Qui 
I r m aim I'v* t**n Mi iMfM 

• Oniapoftti«Haui* 
a CDnHfv«fliiry row! 

10 Undwihariiel 

11 rncAHtc 

13 EmrcwocLv grrmiHor Mr 
II PMi|\Hd4« 

11 AtKiir* ttw hATMt B**«>e*n 

1« WMlWlniinKil 

1* ihbnoiltr** 
■• Brirmm 

10 Topundina 

11 hAhmsni 








Stnott Matthew $mHh'« mammoth game .Mr Sef ^'''y^ was reiea;fted, w« have 

roc^^vod uvtum«ra&le calls InMn players 031009 ^'^ ^ '^ 9^^ l*^ c^iiain locations. 

Getting under the Security Quaitl % tg^ of l^ mosi t>aming problenw to lots o( 

yCu. Many of the probtdms can bA anSpwer^ hy dr9w>rtg 4 plan of tfM hnoe tiouse, 

but il you can' I ftrd your way to ail of i)-ie 60 locaiions. that's not much ha^t. So this 

month W8 puti^jsh a map of Jet Sat Witl'y's Mansion (or yixr. 

Each screen as it can t>e seen \ri the game is numbered Injm t to 60 with a key 
t>elow We have retrained from putting \n anrwrs showing where Single Or two-way 
movement b possitjie, and none oi the harzards of coUoctible objects ars shown - 

that'll still lor ycKi to find out 
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a IWMV19 
a«Hi 

11 WiMWbiff 
H &-iiiM**ig pool 
}l B«|f«nTir«t 

» Flntln«n« 
» HmOmmI 

1) SHkdw 



M *Hi«uiciMn 

a t*llHK*ciiHi'lltfnil|inii«v 

H ThttM 
to FrcMDAW 

ti ToolSliHl 



Convayof befts and dir«iiofi 



41 PorvortHi AH>*r 

M S«CUrUyCkHli4 

U CmraiMc* h9>kAn 

40 B«t« 

47 ¥»chl 

4a TtwBHCh 

4A Outonaltmb 

90 TrHMf 

Si AtmndtunwrllwDirt** 



53 ln*ld* ttti tn«««tninfe 
U Cuckoo • ftr*i 

54 Thalhiw 

9S A1A*l40lcrm<il«hCl«U4 

sr Thtftnds* 

Sa OHtiHHK* 

W UMttHwOtlv* 
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Th« plan and the concept tw 11 Otfres a lot 10 the research o( CRASH reader 
Kenneth Kyle 0! ReHotd. NortinQMmshiie. wixi senl in a marvellous drawing 

which *fl checked out and used fieavily tor our own artwork Also IhariHs to 

Tiftiottiy Wild more ot Bforton. SaHbufn, Cievoland, who was the tifst person to 

wnto in snA\\ an tntinite lives POKE witriout which we would have had to spend a 

lot mora ti.me on the planning! We'ro not pul>ltshing the details of thai ye! - y»^l1 

have to wait (those ol you that haven I already worked il outf). 
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Next, Lunar Jeman. to fill up 
boles do rbis; keep fing«f s on 
the hght key^, pickup/drop key 
and Qwnter/exit key. Two. 
continually press rigtil key 
Then enct Key (I m presuming 
your' re in the Moon Rover) 
Three, press pick up key, walk 
righl a bit and press it again 
Walk teft. Press enter key. 
You are now bach in (he Rover 
with a filled up hole m fYoni of 
you. 

On Ahc At^c : the green key 
is always on I he levei you start 
on and sometimes is |ust a few 
FOOmsaway 
Richard Lemfbetter, 
WItham. Essex. 



CHUCKIE EGG 

From levels 17-34 of Chickie 
Egg. both the roboi hens and 
ttie yellow hen are alter you. 
This increases the excitement 
and makes it much harder. 
Philip Oivey, Marten, 
Middlesbrough, Cleveland. 



spannef kills Frankenstein 
and if you have the cross 
you re safe from Dracula. If 
you drop Iho ieat in the room 
where the f^ummy is, he will 
eat rt and tfwn go after you. If 
you dr(^ the ctiw in uie room 
where Quasimodo is, he wM 
move on top of ri and then you 
can go throLtgh the Wuq door. 
After a very lengthy period, he 
w\\\ go back io ouardirvgi the 
door. Congralulations Io 
Ultimate on I he best game 
they have produced so far. 
Thanks, too. for a great 
magazine 

Paul Reynolds, Swintk^n, 
Wiltshire. 



MIT AHACK 
H0B8ITH.0.TJ 

Most of my friends have great 
difficuliy m rescuing 8 + 
peopleon30>l/'fAffsc)f The 
most dangerous thing to do is 
to follow the scanner exactly, 
as this leads you through ttw 
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THE ACG KEY 

In reply to Stuart Mi^tchell's 
letter about auc Atac , J have 
achieved 99% as a Knight, 
$8% as a Wizard and 99% as 
a Serf, and escaped each 
inme. The three parts of the 
AGO key are to be found on 
dtftorefM ttoors. and the only 
pari that is always m the same 
ptace IS the third part of the 
key. But It is deceptive as it 
resembles a golden cup. Ttie 
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would Ilk© 10 mention these 
things about the WoOO^i Wtien 
you meet the Dragon, you 
must as)< Bard to shoot him 
before you take the treasure, 
and ortce you have gained the 
treasure, you must not try to 
go home through the forest, 
but let yourself be captured by 
the wood-elf, break down the 
magic door with the barrel or 
arrow, and then go home, To 
tiiiish, put the treasure in tf>e 
wooden chest. 

With Halts of the Things, ff 
you press 2 and SPACt, the 
door to the bottom level will 
open. Upon entering this level, 
you rnust be very, very quick 
as all the wails aryj connecting 
doors have been destroyed 
and the play^rig area is a 
massive halt To finish the 
gam© you can give up 1h© 
golden hng and then return to 
ine (doorway 

Rorwld Smith, Norrla Qrwn, 
Uvefpool. 



dly where you're rTwst likely to 
run into difficulties. Th© 
mettxKJ I used is this: first of 
all. walk to the extreme left or 
righl wall of ihe city (bearing 
trie scanner m mmd) and walk 
along Ihat wall until your 
scanner turns red. As you are 
on the wall, you can move 
eHber left or right until you 
reach lt>e person. With this 
method I rescue e^Nor rrtore 
people every game. It is 
automatically finished when 
you rescue the tervth. 




ATIC ATAC 

My besl tirrw is fi minutes 50 
seconds dead! And that's after 
knocking two seconds off my 
previous time. Stuart Mitchell 
appears to have the wrong 
idea about the percentage: it's 
only a measure of how many 
rooms you have beerr in Try 
10 90 for a fastest time or 
highest score, J managed i! 
once by only going ihrbugh 
57% of the rooms, and once 
Without the red key at all I 
only use thie knight t>ecause 
the serf doesn i seem to stop 
properly, making it difficult to 
position him on Ihe keys. etc. 
and because the wizard is ih 
etowest (I ihink). 

Thter© ar© many tips I Can 
think of, but ttiese mostly 
relate to ttw knight, however 
the on^ be tow are apparently 
universal. 

There are no yellow doofs In 
the canverns, so you can 
leave the yellow key upstairs. 
Thais i1 you can find rt! Ttie 
yellow key is always in the 
room wfth four doors, all 



get in by a 
tl^pdoOr frtjm above - tOO 
complicated to explain. But 
VQu must get the yellow key to 
be abf© to get up to the attic, 
whk:h is blocked by a yellow 
door. There is always one part 
of the ACG key up there on 
the lop fkxir. 

I was disappointed by the 
end of Ihe game when you 
escape though. No music or 
anyitiing 

Eye of ttw Night, Purley, 
Surrey. 



MORE ULTIMATE TIPS 

Pssst: Aft©r getting past the 
lirtt level and tf>e slugs, y^ou 
wilt need two different cans of 
spray but you can t fwld t)Oth 
at the same time. So put orie 
above the other m one of the 
corners, it makes Itwm easier 
iQ swap over. Also, get the 
grow'bags. water cans and fly 
swatter, 

JetfTiBn: If you run out of 
(uei, all you have to do IS gel 
back into the Moon Rover artd 
you fill up again. 

JetpBC: On the first three 
levels, it's berier 10 stay at thte 
lop platform and fire left and 
right very rapidly, {eavir>g tf^ 
platform only to gel fuel, 
jewels and 90W On level 4 
you can stand on the left side 
of tf>e platfonn in the middle 
and the aliens will not hit you - 
they crash and you get a lot of 
points. 

TrarrZ'Am, When you are 
beirtg chased by the crazy 
black cars your er^gme wjll 
overheat arvj you Sow down. 
Hide tTehind a tree, storw, etc. 
and you will coot down while 
(he chasing car canrwt usually 
get you unlit it has hit the 
obscfuction about five times. 
This gives you tim© to axil 
down and escape 

Cookie: On the Colonel 
Custards - if you stand at the 
top and fire down you will 
knock everything inio ihe 
bowl, including Mike Ihe Pikes 
and Tin Tin Cans, which come 
out of the bin. but you will 
©venluafly fill up the mixing 
bowl. Terry Tacks, Bernie 
Bolts and Walty Washers 
home in on you. so watch out 
for lh»em. Before a nasty is 
thrown out of ttve bin. a thirtg 
witl pop up. If you throw a bag 
of flour at It. f^ wilt not throw a 
nasty out. It s tsest to do this 
on the higher levels 
Scott Cooper. Wantage, 
Oxon. 
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in AticAJac there am various 
things like a daw and a \&q 
ami a (Dotball with a pacmajn 
w i1 H you pui them all 
logethef along with the head 
and Hefmel you can create a 
trionstBf ' In Lunar JBtman 
atler /ou have progressed 
past \6ve\ 1 It is posnbto to 
ffnd a trailer for your mooil! 
buggy which will hoisd three 
mcwe implements (Can 
anyone tell me how lo type in 
your initials on ttw hi-score?) 

MatttwwCallBghan, 
R«vent«l«fi, Beds. 



LUNAR HOLES 

In last morvth's issue you 
ramarked on txjw hard it is 10 
Ml in tt\& holes in Lunar 
Je^an. Well, you m&dn't Till 
in the holes at all When you 
ratch a hole hokt down the 
key for the direction you wish 
to go in. then continuously exit 
and enter your tx^gy. Eacli 
tkne you do thia tra buggy will 
rnove a jittie mora ovortne 



hde. Once you are over the 
hole remain ir> the t^jgay and 
continue on your way J hope 
this solves your prooiem. 

JU. flattery, 
Shetmersdele. Lance. 



CORRIDORS OF GENON 

Anyone who has played this 
gasne will appreciate that the 
quicker you crack the 
computers code, the easier it 
is to escape t>ecause Bogurl 
will have had less time to 
done Once you reach the 
computer, press a number, J( a 
btack square appears, 
refTiemtoer that number and go 
on to another number.. Do this 
until you have ttw three 
numbers of the code, Then, 
without kxiking at the screen 
(which wastes time), type in ai! 
SIX combinalions ot Ihese 
numbers, eg: if the numbers 
are 3, 6 and 7 start with 3,6.7 
then 3,7.6, go on to 6,3,7 ar>d 
so on By this lime, the 
computer s code wdl have 




been boken and Bogul will 
only haw had time to donen at 
the rTXJSt,iour times. 

On the way oul, if you see 
Bogul comirtg, don t panic. 
Turn the other way and walk. 
You can walk taster than 
Bogul, so walk past a lew 
doors until hts footsteps fade 
away 

John Mc Kin lay, Lichgetly, 
Flit. 



JET SET MAGNETIC 

A rather amus^n^ point about 
playing Jet Set WWy is w^ion 
you gel on to the ShMt caHsd 
the Orangery. You gel a 
mapnetic head! 

To get a magnetic head you 
must position yourself on the 
diagonal line qoing down I he 



screen, arwJ ^u$i under the 
orange ledge that sticks out 
aboui half way up the 
fett-hand side of the screen. 
Then proas jump and keep tt 
pressed. Lo and behold, a 
magrieikrhead' 

Stephen Jarvli, Ryde, Isle 
of Wight. 

Okay, Stephen. I triad this 
most usefut of pl&ying dps out, 
and you kryof^r *v/iaf - it works. 
Great, so what can you do 
with !t?> LM «^| 



-^ 



More tips next month. Keep 
em corning! Lot> of you 
Have Included pTaying llpa 
in letters to the CRASH 
FORUM still write to the 
FORUM, but makfi *ure any 
playing tlp-s are kept 
separate from the main teict 
of your lettef to Lloyd, 
tiecauae it makes life easier 
for those sorting tf>e mail 
(and we could do without a 
strike for shorter working 
hours at the moment) I 



100% FOR ANY 

ZX SPECTRUM 



m^code 



iORO HUtnV Poor oU Lent Hmy, Mt , 
worn ■ wwtiHinil iJlhw csQtfthy ittebcij his ' 
sc^KJO^ Wwd D*nn(iB Hw hw) t wOftfllWW t: ■:: 
tiA untortmicly n* drank a Ma loo miK ; 
d«*t on Sunday ryght H«h»tniavHyandW 

MMotiitiagaibarL h Q now Mond«iriiW(nlno> 
lAd Hiny hM wQii«n K» iti* bnghnAH e4 day 

Hat pA iwnanitMredl H« muit anand Wk- 
womi nQ'i awatm hi Via HOuaa d t.0(d» 
Hid oofnpattia wNh ai poptii ir jpftickM. 
indudng wrpmn. InMrtaea 2 «nct Cursor 



BULI. TABLES 12x6 

ftHhItnt - — - 



M 



QtfUr 




MfwiU* tall bnafci vat 

HAWKS 



on pnchirtti 





46 K Spectrum 



m. c games wanted 
tf ee Qvatuaiicn 

no ot>^<gatn>n 




A cotnpaitvttw 
aewte ia daa^'- 

puty ' F<ni] TO 2 r , or a liHdar gama. 



1 SpaclTum 
fi codvafMnnai 



\tv^-' 



.Ttay cfioai 
na.mtlo 



Iff. 



ONLY £5,50 EACH, INCLUDING 
RRST CLASS POST & PACKING 



Trade enquiries welcome 

Tel; (0554) B20473 

iLOtue-SOFT 




MMffltDfltt 

Raodisti rwMki 
100%Nl^isiti 



i^oanESSivE levels 

Ataoewvaliblawm 
alpOpiiwlByaiDla 



Available from 

CRASH MICRO 

POSITRON 

(Lianeiij} 

& all good 

Software sellers 

DISTRIBUTED 

by P.C.S. 



I Sand ctTMue/postal crnim to: 

[ LOTUS-SOfTr 43 MAGS ROAD, LLANQENNECH, LLANELLI, DYFEO SAt4 «UH 



• NarTf« ,...,...,,„„,., 

I 

I Address .,,....«'•••*•«< 



I 



(BLOCK CAPITA LS PLEASE) 



|l 4l^ *.#'*'« * i 



L0140 HARRY 
HAWKS 
BOWLS 
BULLTABLES 



Total Encloiad 



P14IIHI 



c:m4 
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RECIPE 



T9 create a Dungvoiit wmJ 
Dragon (» game can be as 

much fun as to actuaity play it. 
With pfogmms such as THE 
QUfLL by Gil soft 5r 
DUNGEON BUiLDER by 
Dresm SottMare, \/ery tittle 
programming knowteogd is 
required Let itme be wamlfig 
however that a logical and skil- 
ful mind IS essential, as even 
|he most $impie detail ol the 
program requires careful plan- 
ning J f our hero, the player, is 
to stand a chance against \he 
pFttaHs and Dragons of Ihe 
adventure If you have a pre- 
ference for graphicai adven- 
tures. Itw Dung&on Buifder is 
your comrab© in arms Dis- 
cover the secrei weapons at 
Itie reach of your fingertips . , 
ThB cunous cassette tx»{ 
hides a 100-page rnanual con- 
taining hidden seoets and 
insiructtons and a single caft* 
setle loaded v^h the latest 
dur>geon consirudion gear 
and dragon breeding equip- 
ment. The cassette also stores 
an hors d'exBmpfe adventure 
to whet your appetite end to get 
you started on the right track... 



The mahual reads like Mer- 
lin's redpe todK, advising you 
of the eight powerful mienuis at 
your disposal and introduces 
you to ©very single command 
feature with an example, which 
gradually allows you to build up 
a simple doodess two- 
chamber txMTor quickie to the 
most sophisticated muhti level 
dungeort martsiofi with an 
mocte and cons such as self - 
lockir>g doors and drffs, trap 
doors and sptrat siaircases. 
secret passages and 
spacewarps, wall-to-wall 

treasures and blood curdling 
monsters 

The central playing ground 
is (be Main Display Screen 
displaying a portion ot a 40 x 40 
ceil map Each cell is 
octagonal and represeniB a 
room wth eight watis, A cursor 
pinpoints the editing location 
and the co-ordmalas of every 
cell are displayed In the upper 
right-hand corner is the mem- 
ory gauge, indicating the 
arT>ount of free bytes letl 
Below appear the vanous 
menus with command selec- 
tions. 

Upon selecting CREATE 
from the Outer Menu, ail cells 
are resiored with aJi walls intact 
and all objects destroyed. The 
bskSis Qt the sysiem la to rnodity 
or knock out the walls of tt>e 




cells, to cfBaie descriptk>rvs 
and Ff required screen pictures 
for the cells, create objects, 
etc. The player, all living 
beiriQs, treasures, stairs, 
doors, keys, etc, are an treated 
as objects and must therefor© 
tie ere a led indmdualiy To any 
object is allocated a name, a 
score, a weight, a {starting) 
position, commands from tf>e 
vsrbNst to which it reacts and 
daacriptiions, wt>en encoun- 
tered in a room 

Several action commands 
may be allocated to one object, 
for example Open door' or 
Close door' and depending on 
the command taken, one of the 
following actions may be 
taken: 

- SAY Prints a message, ie 
The door is locked 

- DIE Ot))ect is killed 

- MOVE Moves the object to a 
new position (Any, Carned. 
Here. Select) 

- STATUS Changes f he status 
of the object (»e from ck^sed to 
open) 

- JUMP Causes player to 
move to a pcsrtion specified. 
For each statue a different 
description of ttie object may 
be gtven Each command rec- 
ogn i sed by a n object mere a ses 
the Vert} Ust, Each commarKl 
can be made depandent on a 
given condition arwJ the action 
IS to 5e specified 

This sounds all very compli- 
cated, but in fact is made very 
easy by the automatic prompt- 
ing of the program Depending 
on the previous action a new 
rtwnu is displayed and makes 
sure that no logical errors 
occur, 

Basically the creation may 
be subdivided into the follow- 
ing main activities: 

- Create and nrodify the indi- 
vidual ceils (Description, 
Screen Picture, Score, knock 
down Or modify walls, etc > 

- Create and modtfy otijects 
(NatTie, Description. Score. 
Commands, Position, Weigfit). 

The commands ret^nised 
by me objeds make i*p ttw 
Verb List, Sir>ce ftve command 
processor checi(s on the status 
of the object and various com- 
mands can be allocated tp one 



Object. mMlfrie actions are 
(n&de poaattito. 

The coll walls are douWe- 
sided and may be broken 
through on ore Side only for 
access m one direction only 
Conditional movemeni 

through a wall of the cell is 
possible, wiiere t^ie command 
processor makes the move- 
ment conditional to the status 
of an object, an open ex dosed 
door. 

A wati ot a cell rnay be rnade 
to react to the approach of the 
player; the action involving 
Say. Die, Move, Status or 
Jump. With Jump a spacewarp 
effect can be achieved, 
whereby Itw player will leave 
the room and appear at any 
given position on ttve map Say 
will allow a message to appear 
when the wall is approached. 
For mulli -level advenlures it is 
neceasaiy to create pseudo 
ottjects These start with a doi 
and are therefore not printed 
on an Inventory or an entry into 
a room. 

Stairs may be created as a 
psaudo object, which recog- 
nises up and down commands 
and acts accordingly Wt>en in 
the middle of a cell, the m&nu 
asks for a description or pic- 
ture Selecting picture wilt acti- 
vate the Picture Creator, 

The facility includes apart 
from tfie usual paper and ink 
cokxir selection the drawing of 
lines and the pain1ir>g of solid 
triangles The cursor is control- 
led by fhe cursor keys (Caps 
shift tor eight pixels per key- 
Stroke) Once c^^mpleted the 
routing picture wit) be dis- 
played wher>ever the room is 
entered. 

The unfinished program 
may be saved to cassette and 
reloaded An eKceltent facility 
is provided for saving the com- 
pleted adventure gannr© in 
machine code, so that it can be 
loaded and played indepen- 
dently o\ Dungeon Builder. 

In conclusion, the 
DUNGEON BU!LO£R is an 
excellent Graphic Adventure 
games creator, which simp- 
lifies the general ton of even fhe 
most elaborate adventure and 
thus provides a possibility for 
tfie less experienced prog- 
rammer to create an adventure 
masterpiece. 
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Chances are^w^ 

yournew 



If you're itching to get 
your fingers on this long- 
awaited computer, 
your best bet is to 
find a larger branch 
ofW. H.Smith, 
because we're the 
major distributor of 
the Electron. 

Ofcourse if snot sur- 
prising that if s proving to 
be so popular. 





It speaks BBC Basic. Its 
56 key electric typewriter styk 
keyboard is robustly 
constructed with a 
good solid feel 

The Electron 
provides seven 
difTerent display 
modes from high 
resolution graphics 
Ei™ir^r£lT necessary in games, to 



A Mecllon from 



a full eighty columns of text 




5ll be supplying 
bm Electron 



across the the screen. It comes 
not only with a comprehen- 
sive user-guide, but also 
with a book that takes you 
through the principles of 
Basic programming, as well 
as a demonstration cassette 
containing fifteen programs. 
And it costs only £199: at 



this price and with its impres- 
sive specification, the Acom 
Electron represents outstand- 
ing value for money. 

As well as the Electron, 
youll fmd we have the range 
of Electron software. 

So come in and see us at 
WH. Smith. 




I'nce corrccl at time ofgqing lo prcs^ Subject io a^iLabilii>'. AvHiLuble at elected bmiicbeK only. 




I 



And why fK>f? 

It has the finest grc^hics yet Jo emerge from 
a Spedrum gome. 

Ffy rhe lotest swirvg-wirvg fighter 
bombef, with full 360*control< 




piEASf fiusHMi n T.LL 



SPtOWLlMiS* 



£5-95 

D ANDROID TWO swoRtiM^atf £5^95 
□ aNORODONE &ptcmjMM*4en £4.95 



*v>«»l«HMt 



^^. TO TAL VALU E £ 

Seek out and destroy enemy tor gets. I f ^ ''^A'- ^j^tr-^ ^^"*^ «**»*' ^ iffK*»od ond roy^bck 

Land refuel Jake off at will |/ ^oFru^yfltf^ mamj 

With 3D mglti -screen, multi-dtrectionol V^ / ADOfitss 

wraparound landscape, ffs guaranteed to give 

yoyr brain hypermonio. i t nttovu i^^hi>qvrpoyobig^voBTExsoFWAgqf^^^^t'? 

Fly Tomodo Low Level today - just one in a ' voinTx «3nv«*« ?soBiooifiAi>«>s hoad wwD*sttH mi w« 

series of mindblowing action games. |_ _KAL£RENQUI^ CALL061973 9580_ J 

•VORTEX ACTION GAMES • AVAILABLE FROM ALL LEADING RETAILERS- 




Programmable 
Joystick Interface for 
the Spectrum 

£19.95 

incl VAT flnd P 8t P 

1 nVoductDfy 
DlMXHint of 
£2 il Of dvrad 

ISth Jun* 1984 





QUICKSHOT 2+2 JQYSTrCK 

■Tiiodifi#d la inccifpfirflie 
2 independent fire actioni 
vtd no rapid ftre option 

FLIGHTUNK JOYSTICK 

with 2 independent 
fife action» 



£13.9S 

tncl. VAT and P & P 

£10.50 

ind VAT and P & P 



CURRAH AJSPEECH UNIT £2g Qg 

1(tt into COMOOW exteniion itot *'^*'»*'»' 

incl. VAT and P & P 



Qty 



Code 



01 



oz 



03 



04 



05 



oe 



Item 



Item Price 



Comcon Intarfic* 



• EttJOG 



OiH»ufii if ofdtmi btfat* KSM* # E iJK 



PI«gM)ink Joftlidk 



9 im,m 



Ouiekriwtt 2+2 Jnfttiik 



«oa.9i 



Ooitwon + Oiildirfnt 242 



• £31.90 



Cdfnwn * FNiMinh 



9tStM 



Curtain juSpaach unit 



f» £29,96 



CR6 



I enclose « c^equt^potui order mad* ^vab>* to FREL LTD for: 



ToUl £ 



Sintplff end fast programmtnQ: 
Plug the fiN luncrtmn connectort 
mto rha raqmriid Spectrum key 
pofitioni - Raadv' 

Yvvo indapandeni fire actiorii: 
Photon BUtiteri and Neutron Bombt 
at iha touch Hi your fi^gef lipi. 

EiftefliiOrt port for Curreh Micro- 
wmch untt' Oombir^ |Dv(i>ck with 
iciund tnd tpeectt for uUimate 
arcade action. 

CampatibJu wUh all Atari type 
loysticki Indudtng Quickthoi II 
Ivvrthout rapkd Fire aciionJ. 

Interlan operatQi joystick pwaflel 
io keyboard: Joystick action com- 
patibrlt mMt any iHJd-oni including 

MipodffVt*. 

The affordabl^e alternative: Loweft 

[!iff*yer tof progfamrnabililv. 



Dealer Enquirtes Wetcome 
Phone Ludlow {0584) 4894 



W/Mfi,'Min 



. Aodreti. 



l^tteOfJt: 



S»t>d to- 




FREL LTD. 



Hockeys Mill, Temeside, 
Ludlow, Stiropshire SYS 1PD 
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WINA 

AND A COPY OF INVASION FORCE 



Thanks to the generosity of Slack and Micromania, we've got five Stack Light Rifles 

and five copies of Micromania's Invasion Force game to give away! The Light Rifle, 

which normally retails for £29.95, was reviewed in the April issue of CRASH, and so 

waslnvaston Force, a shoot "em up designed specificaHy to work with SLR. 

HOW LUCKY ARE YOU? IS YOUR SfXTH SENSE HIGHLY 
DEVELOPED? JUST HOW GOOD *S YOUR AIM? 

To enter the compeiitaon, all you have to do is wnie down on a postcard thie co-ofd mates of the six squares which you 

think may contain an gliefl- You nrtu&t also compMe lhe i^e-broak^f sentence The winners wilt be lh© five entrants 

who get closest with ih«ir shots to both invistblo afi&ns tn the event ol a tie. the best completed sentence hn the 

opinion ol the editor will be ihe deciding factor 

SefK) your entries to the Stack Competition, CRASH Magazine, PO Box 10, Ludlow, Shropshire SYB tDB, to 

arrive no later than last post Friday, 29th Jurte. 




CotripMe M» giowlinB Hfilwe* <n no nw« than 1 2 word» 

'I buy CRASH beciuM , , / 
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Roger Kean ponders upon the problems of educationat software. 



Educartonat software pos^s 
someThing of a problem, 
espeaally tor a magaiine like 
CRASH, We are supposed to 
be a lively games software 
review publication., which 
meari$ that the majority of 
readef & lor whorr we caler are 
most likely to be those with a 
cofitempt tor teaching 
software. The situation is even 
worse tf a lot of the reviewed 
software is pnrtiarily aimed at 
inlants In talking to a 
well'wefsed games player of 
sofne 15 years. I asked him 
whathelhooghtof 
educational' software. He 
replied, 'Rubbish.' very firrrly, 
and added that it was probably 
ofcay for kids. 

Perhaps the taint of school 
hangs too much around the 
term educatiorial software' for 
a gamer addict to take it 
seriousfy at all As long as this 
EltFfude persists it remains 
diiticult for CRASH to deal 
sensibly with leaching 
software. 

A similar problem, I suspect, 
laces tiie software companies 
themselves. There was a 
feeling abroad ai the er>d of 
last year that ^984 was going 
to be the year for educational 
games and that we were 



IfewtTiTl* 



enough, there has been a 
flood of product, with nnany of 
Ihe established publishers like 
Heinemariri, Longmans ar>d 
Penguin rushing prograrns 
out. M might be Ihought I hat as 
ihe school standard, the BBC 
model B computer has been a 
favourite, but the Spectrum is 
probabiiy better catered for, U 
remains lo t5e seen, however, 
whether the enihusiasm ot the 
publishers will be matched in 
sales by Ihe public. As with a 
magazine which isn't sure how 
to cope with the often opposed 
demands of its readers, so the 
software houses haven't 



discovered how best to market 
educational software 

The managing director of a 
leading games software 
house once told me that it 
might be possible to sell' 
educational games to the 
school -age people it was 
intended lor , on the angle that 
they coutd persuade their 
parents to buy a home 
computer because there 
would be lots Of learn I r>g 
programs available Then as 
soon as a was installed it 
would only be a mailer of lime 
before Its young owner could 
switch to the far more 
important matters at hand - 
arcade games f 

Of course, orre way to get 
around this lack ot 
appreciation from the intended 
market is to ensure that the 
learnpng end of the game fs 
well sweetened. Quite a lot of 
Spectrum software turns Out 
to contain really very good 
. games, in some cases games 
well abie to hold theif own with 
iheir less learned arcade 
brethren. Heinemann's 
Ballooning is really tough and 
inte res ling Simulation, 
Longman's Robot Runner is 
a reasonably diffiicult arcade 
9ame and Sinclair 



a f'lrre and deceptively hard 
board game. Ithink any of 
these, and others besides, 
would actually sell quite well if 
they were to be repackaged 
and have the lamt odour o1 
schooJ dinners flushed away 
by being turned into 
straighlforward computer 
games 

Mind you. this begins to 
echo those older arguments 
that champions in the cause of 
computer games have put 
forward, tfiai any computer 
game is actually leachir^g the 
player any number of skills 
dunrig play. They are /t/Sfnof 



always obvious, but they are 
there So, turning the coin 
over, you are letl wondering 
whether, in the search for 
sweetening learning with 
exciiiement, software houses 
have actually left much 
teaching value tn the games 

Another factor mat contuses 
the issue of educational 
software IS the attitude of 
schools When the computer 
first arrived m the classrooms 
it was largely used to 
perpetuate ils own position ■ ie, 
A was used largely lo leach 
people how lo use computers 
and to understand the 



oday, and with the advent of 
much cheaper machines 
leading to more classroom 
availability, one would h(^>e 
the computer is used as a tool 
for teaching all kinds of skills 
of which computer 
programming is only one. But 
do British schools or 
educational authorities have a 
cohereni policy o( software 
buying? i suspect not in 
general In any case, there are 
serious indications thai 
schools, who happily buy 
thousands of copies oi a 
particular textbook, prefer to 
buy one or two copies of a 



make back-up copies lor the 
classrooms, This situation i^s 
worsened by the self-evident 
fact that there is not a 
computer per pupil, and 
therefore hardly a need for 
thousands of units of a 
prtxjram, 

^rlhermore. the cost of 
educational computer 
software ts very high. On tf>e 
Spectrum it is certainly 
cheaper than say lor the BBC, 
but still runs out at between TB 
and £10 If this puts schools 
off, it must cerlainty put off 
parents too As Spectrums are 
more commonly found in the 



home than in the school, 
software houses have had to 
tailor their products to suit 
parental guidance, especially 
with programs intended tor 
infants This is all very wetl, 
but for the parent who wants 
to purchase, for instance, all 
SixoftheiWf, rs«nes1rom 
Good Houtekeepfrtg, it 
represents an oulEay ol almost 
€60, which seems quite a lot 
10 pay for the privilege of 
offering parental guidance- 

So what does it alt add up 
to? A confused market, 
potentiially a huge one, but 
one that falls between (he 
needs and desires of children, 
parents and school teachers 
It isn t all gloomy of course - 
the very fact of the computer 
and the availability of excellent 
software will eventually 
establish some stability. 
There are already signs of this 
stability with some software 
houses reporting regular and 
substantial sales of their 
programs through schools 
within a local area authority 
But nevertheless, it is likely to 
be a period of struggle for 
many companies wfio have 
entered the field, and I rather 
doubt whether ihe people who 
are supposed to be learning 
while they are playing will ever 
fulfy appreciate the programs 
as learning vehicles. 

Meanwhile, we will continue 
to keep an eye on the situation 
arid review educational games 
on a regular basjs under the 
heading of CRASH COURSE. 
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Caesar 
the Cat 



Producer Mirrorsoft 
Memory required 48K 
Retail price; £6.35 
Language: machine code 
Author Andromeda 
Software 

Csi^$^r th0 Cst IS a game 
designed with younger players 
in mind, but ils graphncs, con- 
tent and playabitity liH it inio ihe 
malm ol Ofigmal arcade games 
probably worth anyone having 
a look ai The larder comes 
Wfih lour shelves, well slocked 
with items ol food and a few 
fars. 

Caesar must prowl itt© 
shelves and caich ihe mice 
which are coHTsianlly nibb1ir>g 
away ai I he food He can walk 
either way along any of the 
shelves as wdl as jump up or 
down Bui knocking over a jar 
Will cost a 1 ,000 pomis and trie 
red lar wilt eixl the 9aitte How- 
ever, Caesaf may walk behind 
Ihem without any harm, ils 
ortly i1 he lumps up or down 
where a jar starKls. or when 
he s n^ht beside one that he 
trouble happens 

Catching mice is not an easy 
task. as they refuse to slay on 
the same sheit as Caesar, so 
the cat has to act in a cunning 
way , if he gets hold ol a mouse, 
a (kior out of the tarder opens 
II may be at the end of any of 
the shelves, The object is to 
carry the rnouse out and trien 
return lor I he rest There are 
three kinds of mice: black ones 
that earn 300 points, blue ones 
wdM-th 500 points and red ones 
each worth 700 points There 
are 1 of each kind arxl when 
you have caught the 10. an 
alarm dock rings arxJIhe blues 
appear, followed by <he reds 
As the game progresses the 
mice move quicker, mt^bte fas- 
ter and it all gets harder 

Olher problems are Ihat 
Caesar must not be allowed to 
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sit down, or your score goes 
down rapidly to zero. The cat is 
also docked points tor banging 
his head on w^ls or ceilings. 



CRITICISM 

This game contains some 
good, large graphics. lt>ecat is 
wett animated when consider- 
ing Its size, I personally found 
the game a little aimless after 
catching a tew mice, but with 
its cokiurful graphics it should 
appear to the younger players, 
say \0 and under 

Fnst seen on the Commo- 
dore 64^ this Spectrum version 
has translated very faithtutiy 
!n tact, in common wtth some 
other games whictt are avail- 
ab(e on both machtnes. t found 
the graphics here clearer tharj 
in the 84 version Caesar t& 
excBdenfiy ^ntmaied amf 
characterful - so are fhe mice 
wim fheir tftth torrgues busi/y 
at wor* Oh the Hisappeanng 
hod For kids it should come 
as a thrill to discover how to 
catch th& tricky mice - it ma/ 
even come as a surprise to 
adults' For the arcade player tt 
iS certainly worth halt an hour's 
attention.' 

Caesar is pkyed out 
against ever-decreasirtg 

points, so Sitting down on the 
jOb IS not allowed It s a totally 
original idea ttiat ts quite easy 
TO play, but where some skill is 
needed. Very detailed graph- 
ics oi food, and a realistically 
animated cat {you) make Ihis 
an enjoyable game to ptay 
Very good use of colour and 



sound - hdaal fo the younger 
player - or perhiaps even 
older?- 

COMMENTS 

Control keys: good positions, 
A S lettnght. PA, up down 
Joystich: Kempston 
Keyboard p4ay: responsive 
U TO of colour: very good 
Graphics: very good, large, 
well animateo and detailed 
Sound: good tunes, less 
during the game itsell 



Skill levels: progressive 

ditttculty 

General rating ; good value 

and addictive w younger 

players. 

U9« Of computer 

Graphics 71 

Olayability 684 

Getting started 71 

Addictive Quatitles 72^, 

Value for money 63% 

Overall 71% 



FoQct. gkirlwta food-'CMiHr » vmrnin-nch dwi a*nt M o««r (h* icmn . 





ft^ll-l 



'■*■-* 1 ■ -tr-^ ■)■ fl *»^ m*t< 




«it*^: V!:::::v:t!i;;|;i:i.! ;ii t' "t^illlminnHIl!!!!!?!!!. 

.I#llUlf<- 



62 CRASH June 1964 



S!?.TS 



r^-r^i 



Musicmaster 

Producer Sinclair 
Memory required 48K 
Retail price: E9.95 
Language BAStC 
Author; Incognito 
Software 

Us unlikely ihat the sourxJ out- 
ptA of Ills Specirum will ever 
rival thai of ihe London Sym- 
pJiony Orchestra or that a bud- 
ding Beolhoven will claim hts 
Specirum taught htm what he 
knew Mind you, unless you 
signilcianlty amplrty the 
sound output tor (his Smciair 
program you might think you 
are sirnuiating BeelNjvens 
inabiltiv to h«ar what he was 
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Musjcmasfef is a rather joily 
lulonal program which aHows 
you to create tunes and play 
I hem The program can hardly 
be claimed as b utifity. and It 
probably la ils to tie educational 
tn a detailed manner There 
are two fnodes availaWe ^ 
stave or keyboard Stave 
nfiodo provides a ran^e qH Two 
octaves upwards Irom A beioift^ 
middle C and uses ihe 
alphabet keys a tog and a to G 
The notes may be prefaced by 
pressing keys S (sharp), L 
(flat) or H {natural) Keyboard 
mode alSows the Iwo lop rows 
of the keyboard to be used as a 
keyboard tnstrumenl with 10 
white holes and 7 black notes 
from middle C upwafds There 
IS an overtay supplied lor the 
keys to help you play. 

The mam menu allows you 
to select Notes On Music a 
sub' menu wilh five sections 
offers reasonabty detailed 
notes on music and wnhng »t as 
It applies to this program Note 
pilcb. duration are covered. 



c r G \m s 



Muite Muitf i ^«ybcMr^ nwd«. 



rests - the space allowed t»t- Sbectrum is the Spectrum 



back up puf poses in ieaming 
I was sofprised to see mat m 
KeyboBrd motie you can 
tifetete the last note wntt&n, put 
apparentfY you cant do so m 
Stave mod& ' 

'Musicmaster may be a way of 
leafOirig atMJui music, or a way 
of leaching people about 
music BUT being written in 
BiASlC ft IS impossible to get 
any beats and tempos going 
realistically, It s odd thai Sinc- 
lair have released somieihing 
that ts wrttlen in 3ASIC when 
they could have done a prc^- 
ram m machine code aryd 
included lar more features like 
synthesis 



COMMENTS 



natures. 



mode In either case Ihe notes nelit isn I possible to make up . l 

played are stiown on screen really interesting sounds and ^fpresenlaton wofksvery well 

and heard. Before a tune can one is restricted to the tamidar Sound: rather depends on 



used. Ai this stage a know- 
ledge of music would be useful 
but It isn t esser^tial At any 
stage, pressir^g K will end the 
tune and it may be played back 
at varying speeds up to 200 
crotchets per minute. Tunes 
may be saved 

CRmCfSM 

Thie mam drawback with 
any music program for the 



and the Notes section does 
help to make it a valuable 
earty learmrra aid (not neces- 
sarily for children either^; 

Being tn BASIC there are 
aspects which aresiow Some 
ot the graphics tB(<e their time 
to buitd up. and you can gm 
stuck for ages irt the noiBS s ec 
ttoft on dutation t wouidn't 
thtnk this ts intended as a seri- 
ous music teaming program, 
although it coufd i>e usefuf tor 



out to be ar\ interest ing 




program 1^at should provide 


fur* and entertainment - 


iKllEt 


has got limitations 




Use of computer 


55% 


Graphics 


68% 


Playability 


72*^b 


Getting started 


78% 


Value for mor>ey 


60% 


Ovejrslj 


67% 



Or you can bvconw ■ hvyboard O iithov#n. wKti Ih* Stave mod*. 






n o X e 
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Ballooning 

Producer Heinemann 
Memory required; 4flK 
Retail price: £9.95 
Language: machine code 
Author: Five Ways 
Software 




rhe fTussion The bailoor* 
nriovas by vmue of the serol- 
Ifng landscape below, and con- 
trolfing it is done bi' lighting I he 
burner, or opening the veni al 
the lop oi Ihe envelope to let 
hot air out Careful control ot 
these two opposir>p forces is 
essential to land satefy, 

On ttie two higher levels 
there are a number of hazards 
which may be erKOuntered lihe 
turbulence on landing, instru- 
ment failure of the veni being 
jarnmed. The program also 
allows for changes in wind 
directhon (a symbol for a wind- 
sock IS Shown at Ihe top oi the 
screen) which may lorce you to 
change heights. Going mucli 



temperature ot baitoon, 
aiutude and fuei gauges are 
very accuratBiy and well 
drawn at ihe i>ottom of the 
screer} Flying is great fun ove/ 
the rugged terrain, as are the 
tasks to to comphted. All the 
graphics are smooth fy moved 
at a fairly stow, realistic pace 
In tact I found this game as 
mucrt fwn to pfay 3$ Psksns 
Flight Simulaliori. 



COMMENTS 

Conrrol key*: 1i burner on. 
2 burner off. 3 venI open, 
4 s vent ctosed, & lo see your 
task, 6 reiitrns to instrument 



Itatanevx i4lia 



T^T^s Is a simulation game in the 
Heinemann edL>cationaF series 
of games Yet it actually rides 
up into the airy atmosphere of 
a game playable as a game 
and not as a learning vehtcle 

If the price seems a little 
steep it may be because of the 
packaging, which comes in the 
form of an A4 sized book within 
a plastjc holder, The 18 -page 
colour book contains a fair 
amount of infonnation relating 
10 ii^hter-than-air baitoon hts- 
lory, and ts illustrated with 
drawings, mofiochfome and 
colour photographs relating to 
diverse subjects such as the 
HirwJenbufg disaster and wh/ it 
happened, the use of balloons 
today in atJverlislng and how to 
planj^ hot air balloon flight. 



l.'«-1L:f*luF 



... ,j use Ihe program and 
what to accompJish wth it. 

The game contains a tram- 
ing mode to familiarise the 
piayer with control ting the bai- 
looris flight, a lest pha&e. 
which demands certain tasks 
lo be completed and a live 
mtssion phase, where the 
player must land, colJect items 
or people and tiy them to desti- 
nations ai specif fc distances 
There are tour ballons ro 
choose from, but their only dis- 
tindiori IS the colour of tfie 
envelope Next the ievel must 
be selected - training, test, tive 
mission and, Imally, the rank of 
the playef (difficulty leveiji, 
cadet, omcer. ace 

The screeri display is oddly 
remrnisceni oi Phlpps 
Aesoctates' The Forest. A 
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line descnbing the rise and fali 
of the ground Trees, bushes 
and buildings are nicely drawn 
in The t>altoon shouJd fand on 
ftat spots Iniiiaiiy it must be 
lifted and flown a short dis- 
tance before landing to collect 
amission 

The missions vary, but tak* 
ing a doctor to an injured 
farmer is not uncommon Get- 
ting the best man to a wedding 
on timeisanoitrer 

Ryipg the balloon is sufpns- 
ingly tncky as a task intended 

for children, and is what makes 
this a serious contender in the 
adult games market, Four 
semi-diak instruments ai the 
base of the screen irHdlicaie 
rate of climb or descent, bal- 
loon envelope tempera lure, 
altiiu^ and fuel remaining for 




CfllTIOSM 

Balfooning is a fascinaling 
and compeltir>9 game, with the 
added advantage of colourful 
and interesting back-up mtor- 
maiFon provided m the pack- 
age. The result is a pretty 
tough simulation which should 
keep a wide range of players 
happy (or hours I liked it very 
much.' 

Thts game ts a Sfrrtulation on 
bafhorjing even though it i$ 
aimed at the educational mar- 
ket. Once I started playing it 
became difficult to leave it 
atone- The assenttaf ROC . 
display 
Use of colour: good 



Sound: none 
Skill levets: 3 
Features: excellent 
packaging with colour book 

included 

General rating: a good 
educational program, which 
rises lo the levels of a 
compelling game en its own 
rig hi 



Use of computer 70% 

Graptiics 76% 

Playabtlity 78% 

Getling started &6% 

Addictive qualities 77% 

Value for money 70% 

OveratJ 76% 




Time 
Traveller 

Producer: SuHs Software 
Memory required 48K 
Retail price £6,65 
Language: machine code 

U IS 1h« year T507 BC and you 
are lost m a greai foresi of 
oaks It is getling darh. &nd as 
you try to reach Ihg Time Gate 
wofves are galhenng to attach 
you. Can you reach the gate m 
time? 

So starts Time TtavettBr. a 
gentBl history question and 
answer game fmm Sulls 
Aimed at 7-year-olds atxJ 
upwards, ii combines some 
Slrajgh [forward with sorne 
qude specialised ciuestions ort 
five periods of hiistory. These 
are the Bronze Age. the 
Roman age. the Eleventh Cen- 
tury, the Sixteenth CGniury and 
the Nineteenth Cemury, The 
game takes the form of trans- 
porting the player to the n^ext 
penod up. On arnyal there IS a 
timegate quesiion to be ans- 
wered aiorig the lines of. What 
do you associate with this 
period'" You are then pre^ 
sen^ted *rth an option of three 
typical answers, one of wh(ch 
is cortect. 



ported to the twentrath century. 
where you are told that the 
people there are fussy and 
won't iet you m unless your 
score IS htgh enough II this is 
the case then you must choose 
an age to return to where more 
questions will be asked of you 
This IS repeated until you have 
scored enougn points to make 
It to the modern age. 



CRITICISM 



History fs SO often a bonng sub- 
ject for chfSdren so anyithmg 
whtch IS designed to add an 
Glemenl o1 competition and 
games pfay is to be considered 
welcome The combinatjon of 
arcade games (whK:h gel tas- 
ter when and it you hawe to 
'return lo ihem a second or third 
time) ar>d questions is likely to 
appeal, whilst imparling know- 
ledge ol an age a1 the same 
time. The questions a^e asked 
and answered in a way which 
shows I he player what is cor- 
rect. Some of the questions 
are quite general {where was 
the Boer War tought?) oihers 
are designed to sort out com- 
nxin confusions (in the I9th 
century were terrace houses, 
villas or bnch-built houses typi- 
cal of the age?). 

The result ts a very good 
learning game, with a surpris- 



f^ 



D 



c 




Ly 



After the firsi question there 
j^s a small arcade sequence 
based on a maze game fomiaf . 
but which fakes place m some 
appropriate location, such as a 
calhedirat in the eleventh cen* 
fury where you are chased by 
pnests, or a Victorian sewer, 
cfidsed by rats and germs 
When this IS completed there 
are three ques"ons ashed of 
you before you leave the age 
This IS presented an the same 
way as the time gate question 
at ihe start. 

Eventually you are trans- 



ing amount of questions stored 
away tn its memory banks As 
the questions are picked at 
random, ihere is the chance ol 
being asked the same ones 
twice in a particular age, but 
this IS no serious drawback 
since rt reinforces the correct 
answer and gives Ihe player a 
feeling ol eccompltshmeni in 
lemembenng. 

The graphics throughout are 
snappy and appropnale. 
although fairly smalt moving 
characters are used They are 
jerky too. but this doesn't reatly 



detract from the overal idea. 
Perhaps the only quibble one 
mtght have with questions like 
the ones used here are that 
they sometimes tend (o Chan- 
nel thinking loo muct) For 
instance, asked whether fons 
or factories would be typical 
of the Roman era. it would be 



obvious to answer forts - yet 
factories were something ttie 
Romans had as weN 
Nevertheless, a program like 
this IS not really designed tor 
specialist learning and it rep- 
resents a lairly sound concept 
Perhaps the pnce is set too 
high lor schools use though 
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spellbound 
Besieged 

Producer SuMs Software 
Memory required: 4BK 
Retail price: £6. 6S 
Language: machine code 

Thts package connes wtlh two 
cassenes ^n a plastic video- 
style box, The games within 
are one of a senes of fouf spel- 
ling programs under the Speff- 
bound heading Besieged has 
as Its graphical iheme ihat ot a 
castle being attacked by the 
lnf»del, Vou must get a 
Crusader to cross the moat 
and relieve the castle This can 
only tje done by b■u^ldlng 3 
brKJoe, the stones of which are 
mwfe jp by correctly spelling 
words On ihe back ol the box it 
suggests the age group tor 
these games as being 15 to 
adult, ar>d certainly the words 
encompassed in these two 
programs are not simpie ones. 
Each has three difficulty 
levels, easy to dtfiicuit. On the 
two easy levels you are given a 
cJue and beiow it 12 iumbled 
letters from which the word 
must be made up. On Ihe har- 
der levet you are not gsven any 
letters to use. A correct entry 
results in the broken span of 
the bridge above being 
repaired by one tjlock contain- 
ing the entered letter. If the 
entire word is corredly spelt 
then the bridge is fully formed 
and the crusader can cross 
into the castle When to are 
successfully over the Infidei 
are beaten Any trvcorrect entry 
results in the lenef appearing 
as a building block against the 
castle walls and an Infidel 
leaps up on to it With three 
incorrect entries the buiiding 







biQCKs reacn the top of the cas- 
tle wail and the game is lost 
That s basically all there is 



Ihe game. The reason, pre* 
sumably. for having rwo cas- 
settes in the package Uhey are 
both the same) is to incorpo- 
rate a suflicienity large voc- 
abuliary ol words to make it 
worth while 

CRITICISM 

The graphics wor^ very neatly 
with visuals complementing 
the game idea m a suitable 
fashion. Input and response 
timie is quite fast, so there s no 
hanging about The words to 
be spelt and the clues given 
make for an enienaimng as 
well as educational program 
which should prove valuable 
as a home teaching and rev(- 
sion aid. It should also make 
for a family quiz evening game 
The use of clues adds a cross- 
word problem solving element 
to the siraightforward prob- 
lems of speiEing correctly some 



qupte hard words. Clues like 
dtstinct separate' turn out to 
be the word discrete^ And this 
pofnts up arKither aspect of 
Besieged: that of forcing the 
player to recognise the vag- 
aries of English speilmg. Dis- 
crete and discreel, principle 
and principal are examples of 
the sort of thing we all stumble 
over, and this program makes 
the most ol them, 

COMMEI^TS 

Control key§: alphabet keys 

Reaponses: fast 

Use of colour: simple and 

efteclrve 

Graphics: good 

Sound: useful beep^ 

Featurei: two cassettes in 

one box 

General rating; for advanced 

and not so advanced spellers. 

but It does teqwre some 

knowledge of words. 



IQQQBQQQI 




PPESS fiNY ueTTCI* TO COIMTXHUE 
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Punctuation 



producer: Heinemann 
Memory required: 4BK 
Retail price: £9.95 
Autl^or: Five Ways 
Software 




Th^ package contains two 
games. Punctuation Pete and 
Wordtirrder Wordtinder pro- 
VKJes ihre« separate smaller 
programs, the first being the 
wordfinder itself, a sort o( 
r™oi-"ni«saurus with about 
1,000 words in it. The theme is 
iravtl and the screen presents 
you Willi a list of words related 
to various forms of travel. FcoiTi 
tbts list it is possible to invesJi- 
gate similar wofds, find similar 
words and rras^e connections 
between words, The wordtin- 
der is then Incorporated rn the 
lofl^owing two games. Anag- 
rams and Hangman Anag- 
rams mixes up the Setters Of the 
words in wordfinder and asks 
you to unscramble them It is 
possible to interrupt, go to the 
woffdinder and search for the 
word it you get stuck. Amaz- 
ingiy, even the most obvious of 
words can cause confusion. 
What would you make ol 
C-C-L-E'Y? it took ages to dts- 
cover CYCLE, Hangman is a 
guessing game where you 
must create the chosen word 
from nothing, with tfie compu* 
ter placing correctly guessed 
Setters in the rtght place, or 
drawing one more line of a 
hariged man lor incorrect 
ones. This guides children to 



building blocks. It is possibte to 
give up and see the correct 
answer, 

Punctuation P6te presents 
the problem Of punctuating 
Qurte long pieces o( prose. 



WELL DON 



CRASH/'LAND 



Seven lines are displayed on 
screen, usuaJlly a very short 
stofy, Punctuation Pete can be 
made to walk along the lines, 
and by using the punctuation 
keys of the Spectrum, the cor- 
rect punct u ation may be added 
wtiere it should be. On the 
higher of the three skill levels, 
this will include quotes lor 
speech wtth ail trie attendant 
proWems of whether full stops 
Of commas come before or 
atler the quotes. When a piece 
is completed, Pete will return to 
the top of the screen and point 
out any mistakes, which rrtay 
then be corrected, Aftemvards, 
he will return to the top and 
check every line, jumping tor 
Joy if everything is correct. 



neat touches; Pete is very well 
animated for instance. H is 
essentol to change lower case 
letters into capitais wf>ere 
re<iuired. and when this opera- 
tion is carried out, Pete gives 



ttve offend ino letter a casual 
kick with his fool to alter it, 

CRITICISM 

Wordtinder presents sorrw 
lough problems and looks like 
being a real aid to learning ttw 
meaning and association of 
cenaintypesofwofdPijncftJ'a- 
tton Pete is just mani/etlous 
The polish on this piece of 
software IS evident, and the 
animation of Pete himself 
should deltght younger chil- 
dren, and amuse adults In fact 
t^ exercises provided stKiuld 
prove valuable to adults as 
well, and this is r>ot a patronis- 
ing game at all The back -up 
booklet provided in with the 



devoted lo the history of writ- 
ing, comments on writing 
stories, place names, ptaying 
with words, code breaking and 
the simple badkgrcxOTd to print- 
ing, Despite its rathter high 



price. Punctuation Pefs t 
worttiy game with probatjly 
more usefulness as a learning 
aid than many so-called edu* 
cational games. 



J tit h "Jif t f r K'tit \\j 

(li'il*- K*i o lori9 

*fi» .ii^fial aheod 

f»taH« ID ih* rtnl ot many 
•cm wMcfi mud b« eorrvOM, 



COMMENTS 



keys, welt described in book 
Use of colour: simple 
G raphlcs: very good 
Sound. none 

General rating: a tittle p*ic©y, 
but an excellent program. 



itK* tf-,jiri from Jondon was tti thi-- 
frii. J^ilt <^'t a iung tunnel 
the ^(grtgl cihead is red," 
>'nd the driver to h»s mote 
"that's most unusual" 
\^ip tr*iin slowed down and 
• dm«^ to stop on a long bend 



HOUS E_OAT 
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C^h, 



Magnets 

Producer Sinclair/ 

MacmMlan 

Memory required 48K 

Retail price £9.95 

Language machine code 

Author. Five Waya 

Software 



Magn&ts (S part of the Science 
Honzons Sertes of soUware, 
and ts educationally aimed to 
give an understanding of the 
polarity of magnets. This might 
sound like a rather dry subject, 
but the model has been ^irtify 
Ii1i$d $0 that th« attraction force 
operates only m two dinien- 
siOFUs, and the scenario has 
b«en provided as a draughts 
Ixiardgame 

The result is an enieiiaining 
game of strategy, }t is played 
on a 12 by 12 square grid bet- 
ween two players or on© 
agasnst th© computer . Each 
player ha& five supermagnets, 
one on the txiard at a ttme and 



10 pawn magnets witfr a force 
value of one Tt>e supermag- 
nets are lettered A to E and 
each has an increasing power 
Each players pawn magnets 
may be used to attract or repel 
the opponent s A player may 
also combine hts own magnets 
by lining them up so that their 
values are added together, 
and sucking up an opponent s 
pawn magnets wii! result in 
ihejr value tiemg added to ttie 
winner s pawn magnet, 

A further 25 pawns are 
stored m a bank artd may be 
broiight oul on to the board at 
will 

To win you musi either con- 
quer aU you opponenls 
supermagnets. or remove all 
your opponent s pawn mag- 
nets from the board 

CRITICISM 

Magnets is a game of very 
simple graphics and with a 
rather simplistic attitude 
towards the way they work. It's 
rather doubtful Ihai anyone will 
really come away knowing 
much more about them 
beyond the fad that itke potes 



repel an<t unalike potes attract, 
and that a stronger magnet is 
capat^ of exerting a greater 
force over a weaker one. How- 
ever, what does have to be 
said IS that the resulting game 
IS curiously satisfying, involv- 
ing quite a lot of skill m the 
manoeuvrfng of pieces to gain 
the upper hand 

The game comes complete 
wi^th detailed playing and 
objective mslruclioni. 



COMMENTS 

Control keys: VM up down. 
G J left right, C to rotate. 
SPACE to move cursor 
U«e ot colour: very si^mj^. 
red, green, white and btack 
Graphics; just grid and colour 
blocks 

General rating: of pfobabty 
dubious educatjor^al value but 
ceriainly a game worth 
piayi^ng! 



A <«# pwm nwgnM hH hnt btotim m«y one or Ornn'i fnr rtvitklnlr^ vuptr 
nuagnala. 



SINCLAIR, ATARJ 
COMMODORE 

COMPUTER REPAIRS 

bv the 

SPECIALISTS 




Walkers 



CDMPUTEB SERVICE 
AND REPAIRS 



Sr 



iigluiTi 
W5LDGI 



WALKERS will repair your MICRO quickly 
and efficiently. 

Services available to suit the Customers 

requirements include "one off" repairs and 

Quotations. 

Most Repairs will be in thefange 

C15toC30 

Subject to machine 

FOR fNfORMA TfON 
PHONE 021 643 5474 

CALL fN AT 
&e OXFORD STREET, BlflMlNGHAM. BS 5NX 

OR S£NO S.A.£. FOR DBTAtLS 




JULY ISSUE 

ON sale: 



Sath JUNE 
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YOUR PLANET NEEDS YOU! 



Train io save CMiisaiion by 



Subscribing to 




UCAO OAUES JlCtHM 



Subsct/bers' O^couni^ 



sop ^ffe^ch Ctasli Micro 



maii Or^et item! 




s^^o 



• Get your copy 



ahead of the crowd 



• Europe £15 (12 issues posi inci J 




1 vvould. i 

Startirvg wiin issue _ 

Address.. 



Postcode. ,,., 




T-j;-j.-i,;;^o;:b;;r-i;^ .o crash .o, ^^^ <^^- 






»..■•»•♦■■•••' 



.lf.fi>'> 



, ,,,.♦-*' 

enclose £ 



. ,c K > PO BOX 10. LUDLOW. SHROPSHIRE SVaiDB - 
CRASH ISubst, PO BOA '2-Ji':„ - 



Be a Superior Alien 
with your very own 
CRASH T-shirt 
and 
sweatshirt! 








CRASH T-shirt* u, £4 50 5 M 



I enclose Cheque, PO payabie io CRASH MICRO tL^ -_. 

I P t»« H iPHjw M ilB)r* for dsSwarv 

CRASH MICRO, Freepost, Ludlow, Shropshire 
I SY81DR 




Build yourSAlf the most comprehensive manual on Spectrum 

software ever se«in! Save your issues of CRASH monih by montt^, 

and turn ihem into the hatd covef with the fattenmg soH c«ntre! 



FREE IN-DEPTH 
INDEX! 

As Ltoyd M«figr«m mentioned m 
hti \M»n pagi, he'& been itohj I& 
ciet it to^ Jfwf {we've ^nnenxjaly 
provided ti^fn wrih a sacond t^ 
(teshj 3Dd argar>ise an Index fof 
the 1 2 issues your tj^ndar wW IkM, 
The index m wtatekMtf FREE to 
anyone who orders the binder and 
wi be MTU auilonieficaiy in Janu- 
ary 

So nialte sure you turn your 
ksauee into Ihe CRASH spectrum 
Software Encyclopaedia t 



add4C|>). 



Iieyifti* toOIASH MICRO 



CRASH uicno, 

- FREEPOST. LUOLOW. 

N iiiiciw 2S (tiiy* 

\ loriMliwy 

\ 



aiVE VOUftSELF THE WINHINO EOGi MlTM THi FABULOUS (4EW 



vdu CAM ^01lW 

?AKe advantase of oun 

SPCdAL PACHADE OEAt- 
THE SPf CTRUM JOYSTICK 
INTERFACE WE SUPPLY IS THi 
OHLV INTERFACE FUtLV 
OOlWATIBLi niTM THE RAPID 
PIHE MOM OF THE HZVI 
OUIGKIHOr II JOVSTICK AMD 
WItL PLAY WITH AHYGAHE 
FEATURING THE MEMPSTOM 
OPTIOM. 

THE INTERFACE IS ALSO 
COMPATtlLE WITH ALL ATARI 
TVPE JO>fniCKS. 

QUICKSHOTII 

onPv 

£22.95 




& INTERFACE 



Dlv i|*pn 

l~1 Oux^ifwT 11 aiviv w r I ;.vft 

Q IMfrtMt on»v # CI IM 
^■•M* addl f 1 00 p k la 
Ch^iMiFO to NE^M-SOFT 



1 ■we * B«> ChAtua/rD f^r C . 



VOTED A WINNER BY 

COMPUTER & VIDEO GAMES 

JOVSTICK JURV 

VHirt) VQMT f hilt fnd t auiCKSHOT 1 1 you 
tawt » AHVi !»! tamtM natton I 

LOOK AT THiSe F ASU I E>U« FEATURES 
• AlJFTOFIRE SWITCH 
■ NtH iMPftOveO GftlP ' TOP FIRE 
BLrrrOIW • rniQGERFIRE blTTOI* 

■ nifLT-m ^ABii.istrMi cups • 



: NEWS SOFT. t« HHLHJRfi ROAO. A^HIIVOftM, 
MOR THUMMntANO Htt3 OPH 
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la 
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17 
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10 

as 
ai 
aa 



HOtl* CA' 

Si raj Dfl 
Ua ■ t HA 
Aauth A* 
Lai iCt»l 
HO t t » > 

To ( t #nh 
aundftf I. 

UA t tor 
£u« r ton 
Ho r- V 1 e h 

Alton \, 
HAn.LJni 
Litton T 
U.B.fl 
nr «*n A t. 
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For us« on 

48K 
SPECTRUM 



I 



);o-;i 



1 



OA LQl 1 l-h 

Li 'I'O rpOftI 



4.e 
evtr ton 



mnvt VA 
1 



* Mil 



Be a fop tactidian «ncf 

* °^™*'*r***^ '**^'y ^ wflfcft /our foam pisy in 

f/i© S3t0ty of your homef 

Also form any league of 
<r^X 22 teams and pick 

Uiw.pipA your own players! 



• lt*iiriuti|iii«w#* 



• S*MunanlcM*ei>li«i 



CROSS SOFTWARE(C), 
36 Langford Crescent, 
rnet. Herts. EN4 9EH 



V^ 



AlAO ■waMMa fronv HtactMi ttor** 
in lhaLofl4(Mi mm (includinit 
VifQln MAQAtlor*. Oilord Str««t| 




in associaiiori with ino Qulld of 
Softwira HouMa (GOSH) w^ 
ve offering roadera ■ SMvios 
wtiicn shouit] prove to bs of great 
vaiLw, In eKcct It is a Cofttumer 
Service to heilp ngh( wtoo^ and A 
alt else tails to wrlt« wrongi as 

The past coupM' of months hava 
been very adive lor QOSH wuh 
twelve mote $aftwm txHis^s 
]onwig the organiMtion irtduding 
Audiogenic. DK Tranics, Wklgat, 
Oidofd Computef Press A & F 
RonnK Artie, C O S and 
LlamaiSCfl Ttw pc BSonilevel Ot 
membeishiip now sia^idft at 25 ard 
IS increasing all trie wfiita aa nriOfe 
softwane houses see the benefits 
o( belonging 



A major Item ofi Utie meeting 
aigendas of GOSH is the senous 
maner of piracy, and GOSH is 
actively lobbying for SDpipon over 
piracy in conjuricton witti 6lh€r 
computer traite ofganisaltor^, A^ 
a ffisultol legal action taken by 
QOSH on behalf oi om <rf Kt 
members , a recent police raid 
reaufted m &eizurf} at thousands of 
oouittorieit tapa&, tUeoal copies ol 
piQgrafnt with devany repf in1e<j 
covers. 

In addition to pf ot^ding He 
rrifmbers, GOSH is also 
concerned witti quslomer r«riatior% 
an<J has drawn gp moOol terms ol 
tradino It IS in this area trial 
CRASH will be active We hove 
airee<ty received a numtier of 



Wien and phoiw caii$ trom 
readf^ wtio leel tney have t>een 
Irented hediy- Im some i:ase$ the 
wrttsr ttad ^od cause, m some 
cases a software house has failed 
Id respond to a genuine 
eofnplaim, and m scxne cases the 
complami was bareiy justified, A 
lot ol complaints appear to be 
generated by b!ow repair tirneSOl 
Speclryms at Sinclair, which tafel 
outside our brief, aHhOMh vtf 
compiainis wiN t>e iii inilljoHtj 
witere possitXe. 

Our tfm IS 10 act as a 
Qp-befc w Mn. wrth the help of 
QOSH In soting out prabtorm. 
Very ottan sofiwara houses lack 
ttue staff to cope with out ol the 
ordinary matters, arul v^ith the 



twst will in th£i world decays can 
occur in processing complaints - 
somelimea it turns out to be me 
post' Whatever, we *iH try and do 
our tieat lo see thst txith reader 
an<j SiOftware house gets a fair 
deal If you have arry protjiems 
and would like us lo took into 
them, write to: 

CRASH HELPLINE. PC BOX 10, 

LUDLOW. 

SHROPSHIRE SV8 1DB. 



noluaef tie CRASH 
HOTLINE, as IhJS is not monitored 
on a daily basis, and your call may 
not t» inlercepted in time. 
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CRASH 
HOTLINE 



THE CRASH HOTLINE PHONE NUMBER JS 
QS84 (Ludlow) 3015 



HOW TO USE THE CRASH HOTLINE 



Mvihodi 

HfriBiii»Hattn*iili ( if w ft*wjmt>tf{ii»<wl*ftdf*eortlv<>uirvt*MPn|h»a n iw Q n^ 
P^HH ipMli dMrfy, tpekng cHji Tiana vid adikvcs li Ift a ■diKiM' wmi Lwt v"^ "v* fli^nm 
lartng wWilht nwmMf on* 

U<« iiH ta^gptiri b*4ew, rnakrig iirt 1^ M n a« *hi dwMa. Pop «!• ecupon in an Hiv^^ 

lafid II b u*. Mtrntkv^ {^ tiwy MncS • MMf )l yciu Elon'l iw«H (g oil up ■« ni«g. 



BRILL 'N' FAB 
HOTLINE PRIZES!! 

Whether you phone or write in, all names go into the 
voluminous ba^ to be drawn monthly. First out r&cejve$ 
C40 worth of software p[us a CRASH tee shirt, and the 
five runners-up receive three issues of CRASH free plus a 
CRASH lee shirt. 

Others may try and copy U8 but the CRASH HOTLINE 
CHART is the one that courrts ^ arKl you are the people that 
make it count, 

YOUR VOTE IS EXTREMELY 
IMPORTANT — USE IT PLEASE! 



Nine new ^tnes this month, thd 
bi^e&t leap being Bhu Thun<ior, 
in for the hm time 31 25. 
Incatitlvft's adventure Mountains 
ot Kei makes an appwranoe at 
49 , closely f oiowed by the ii(ti% 
H.ij.P G. Ocean's Pogo shows a 
quick rise, intorlheiirsltimeat 
30 , a rid new games tram 
Quickaih^a and Anie have atso 
appeared m ii%& chart- Th& bicjftest 
riser and the teast surprtsina is Jst 
Svf WISr > iMJt M icro»plt«ra^a 
WhetHfe is provirtg a popular hit. 
with Scubs Div6 and Chuckie Egg 



Doomsday CaatI* has taken a 
big leap up to seKle in behind 
PymmifJ- FolSow-uptop ftghtsr 
Pifoi, OMWIntegrtfon'i/Vrghr 
Qtmnetr haa leap m ai 2a, lUst 
pipped at Ihe post try Abbei's 
Krakafoa W«lllii|crom#aB'anew 
Cods NarrrB Mar lolknv mait vety 
successful OomhchBOO up to Itte 
top'' Nice to see Jh& OujW Us stai 
rrtoving up tfie ctiafi and 
MicforriBnla's Tutankhamun 
appcajring. 



mm\ HOTum spHmmM sorware chaht 



TOP 50 FOR JUNE 



ftgurmnbrmef^^titamimt'oontt't pcwftxi 



Ths month s Hoiline winner \s 
JehnSlubblngtpn. 
Croosyceiiog, Cwmbran, Gw«rvt 

ThefOkir rynnierS'Up are R-J. 
Pomtrai, Soiihuii, West Midlands, 



Darrkrt Clark Nf !*tx?id. 
CheslerlitJid, Rob Holmea. 
Wir'kswoilh, OerbyShtre. artd S. 
Voung, Reading, B«Hlts 



1< 1} 

9 i 2} 

4 i 3J 

5 fr5> 
« i dj 

7 ff?; 
B fTTJ 
» f 5J 

10 (14} 

11 { *) 

12 f 7} 

13 r 6} 

14 r 9} 

IB iW) 
1« OQ) 

17 r?oj 

IB (^f3j 

ia (23} 

ao f f ?j 

21 m] 

22 rr9J 

23 rrerj 

24 {12} 



JET8ETVWLLV 

Software Projecls 

wank: WtNER Software 

Pror*rts 

ATTC AT AC Ultimate 

LiiNCAR JETMAH 

Ultimate 

WHCELii Micfouheie 

3DDEATIHCHASC 

Micfprr>egH 

SCUBA GIVE Dufrell 

CHUCKti EGO A«F 

3D A NT ATTACK 

QuIcKjiflva 

FXkHTER PILOT DiQlM 

Integration 

JCIpAC Uitjmaie 

CHEQUERED FLAG 

P&Gn 

THE HOearr Metpoumfl 

FOOTBALL MANAQEfl 
Addictive 

HUNCHBACK Ocean 
ZZOOWlniaoe 
ALCHEMIST 9 magline 
PYRAMID Fcinlasy 
DOOMSDAY CASTLE 
Fantasy 

ANDfiOlD2VantX 
FRED Ouvckstlva 
BuaAQOOOutekailva 
PENETfUTCm 
Meibot^ne House 
VALHALLA Loot^nd 
BLUETHUND3)WHdok 



20 m) SCflABBLE Pwkm 

27 ^40} KRAKATOA AMmoc 

28 (—^ NNIHT GUNNER Dtgrlal 

btteQFatK>fi 

29 iS7} MRWIMPVOceafi 
34) f— / POaOOc«ar» 

31 (4^) THE OUtLL Gilwffl 

32 ^33^ &PLAT Incenliws 

33 (3rj HALLS OF THE TfUlNGS 
Crystal 
PHEEHfX M^qMoaa 

PSSST UlttmatO 
CODE NAME MAT 



34 
39 
36 



J7 i'~^ 



39 
39 
4« 

41 

4a 

43 



48 
4« 

47 

49 
49 
90 



27} 
32} 



31} 

'4?; 



30} 
-i 

'4V 

-} 

'50} 



TnAKZnAII Ulttmaie 
MAZIACSDICTn>nic« 
HARRIER ATTAOt 

Durroli 

BEAR BOWER ArUc 

COOKIE Ult^rnatt 

MWiHd JACK 

Imagine 

TUTANKHAMUN 

MicrtKnanta 
SNOWMAN OiilokSJlva 
AH DlDDUiS Imagine 
THRUSTA Software 

PrO)<JCl5 

URBAN UPSTART 

Shapbetd 

IMMIWTAI^OFKET 

Incentive 

H,U.R.<I. MedMume 
House 



MADuMt 

VCM* iei Qw nein (Atn iTiMi b« tn nc- 



UM tWi Urt JtfH. ^Mt )«Ah«tf «ltil tl« »n* t«e DO' 



r 



I CRASH HOTLINE WRITE IN COUPON My top five favourite programs in descending order 
Please use block capitals and write clearly! sre: \ 



Name ..,,.... , I'JLE 

Address 



Postcode 



»ttl tri l-T 



Send your coupon to; CRASH HOTLINE. PO BOX 10. 
LUDLOW, SHROPSHIRE SY8 1DB 



TITLE 


PRODUCER 


1 


2 


3 


4 


5 





! 
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This month programmer and adventurer Derek 
Brewster launches properly into his quest for the 
perfect adventure. It's going to be a long trail, but 
In its course there will be many gems to uncover 
and doubtless many less than useful objects too. 



Although this issue Of CflASH has a few advenlure games which 
are included although not reviewed by Der^k. we will be iiycar- 
pora1if>9 most reviewed adventures in lulur© wilNn the Advofi- 
lun Trail. Lettsre wtiich have t>een pouring in Irom frustrated, 
bewikj^red afxJsiucfc adventurers ara bejr>9 sgridd out even now, 
and hopefully Derek wtll be able to cope with some of them in time 
^ the next month's isstie, 

Derek has also cJevised hts own rating system for reviewed 
attventure games, which he leels is more suitable - it is SKplair^ed 
tielow. 

Adventure hints and help request should be addressed to: 
Adventure Trail. CRASH Magazine, PO Box 10, Uudlow, 
Shropshire SY81DB. 

Th(8 month: Fantasia Diamond - a r>ew offering from Hew$on 
Consultants; Hew Comes The Sun (aliigata); Tempts Of Vran - 
the second m the Incentive Ket Trihgy, incredible Adventure 
from CRL: a murder inquiry called Mystery Manor from Bamby; 
and The Lost Gnomes ffom Er*c Bean Adventures. 



THE SEARCH FOR REALISM 



PUSH PULL. EXAMINE, HIT, GET, MOVE . . STATUE - it often 
ends up with you entering expletives. If your input is designod 
simply to match tt>e worcJs in the computer's memory, is this what 
adventuring is all about? What you need, surely, is a sense of 
reality in the otherwise fabulous world of the adventure When 
enQras:se<J in a good adventure you are aware ol the computer as 
an aid only. It is a good sign when the program responds to as 
much of the input as possible. 

It is infuriating when attacking and leaving a character for dead 
fia returns fit and active enough to give you considerable prob- 
Intn ofily a few frames later, Never mind, he s carry tng some 
food this time arid it'll tie wodh it - Ixjt on examining the dead body 
you discover rro food. Where has it gone? 

The way in which a landscape is mapped out is a moot point- 
Many well- knownad ventures have vast regions where rt ts 
impossible to chart your progress (or retreat). Although this may 
add aimosphere in a misty swamp or the (unfortunately) ubiquit' 
eus maze, in the long run it maket you acutely aware of the data 
in the computer - as would a sflemlrtgiy rarribm selection rum the 
storyline behind a set of holiday snaps 

A realistic combat scerrario is important to any adventyure - 
assuming the adventure (S sophisticated enough to support one. 
A smal] defenceless creature should b© easily deaft with without 
much loss of face whereas a warrior may well force upon you an 
early exit from the game. 

Something that becomes dear after much adventunng is the 
absurdly linear arKl singular pre-eminer>ce of the route you must 
take. An example iswtien you fiave some food, say gooset^rhss. 
that you are incapable of eating since they can only be eaten by 
iheir nghtfu! consumant Strange gooset)erhesl 
EXAMINE, SEAFICH and LOOK are becoming popular in adven- 



tunng since Ihey allow you to take a more active role. I Can only 
encourage such developrrvents smce the more active the pari you 
play thie rtMxe likely you are to become enveloped within tr>e 
adventure. Isn't this what the wfioie thing's about? 

Two adventures stand out atiove all others this month - Temf>f6 
of Vrau, which features a good combat scenario, and Fantasia 
Diamond, a superb graphic adventure with a very intelligent and 
Inendty vocabulary 



ADVENTURE TTIAIL REVIEW RATINGS 



The ktnd o1 headings used tor 
ratin^jis in the rest of CRASH 
are rwt entirely surtatile for 
adventures. You may feel that 
the head<r>9s listed tietow 
require some additions - we 
woukj be interested to hear 
your views. 

DIFFICULTY; The iikely level 
of difficulty experierK^ed by an 
average adventurer. 

ATMOSPHERE: This rating 
reflects the quali^ty of location 
descnptions and graphics, and 
fiow creditjly the characters 
you meet t>ehave 

VOCABULARY: Here we are 
lookir>g for completness ol 
vQcabutary and the fnendir- 
ness ol rts response. A prog- 
ram should contain m its voc- 
abulary alt objects which are 
described in its locations, and 
all otrvious words associated 
with these objeds. If a tree 
appears in a kjcation then the 
vocabularly should contain the 
word tree' as well as the 
associated world climb, 
otherwise tfve rating will suffer. 

LOQIC: This rating relfects lirie 
togic of the problems encoun- 
tered in an adventure and 
whether or not you are likely to 
be killed without warning or 
chance of escape. Chopptng 
down a tree to cross tt>e forest 
river IS very logical - throwing a 
rope into a boat which is 
de*crit»d in r» (<sation 



descnptkjn is certainly not log- 
ical. 

DEBUGGING; This indicates 
the level of crashproofing and 
debugging of the program. A 
program should not be 
crast>ed simply by making an 
incorrect entry or by pressing 
an unfortunate combination ol 
keys (including BREAK!), This 
rating will also suffer trom bugs 
within the program and spel* 
ling errors- 

OVERALL VALUE: A general 
rating based on price and the 
other ratings BUT NOT AN 
AVERAGE OF THE OTHER 
RATING FIGURES as is the 
case in all other CRASH 
reviews 
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Fantasia 



Producer: Hewson 
Consultants 
Memory required: 4flK 
Retail price: £7.95 
Author: K,W. Topley 

Faniasia DIamood. a family 
twtrtoofn and the largest 
diamoTKl known lo man, has 
been stolen and removed To a 
tQvije£s across the river. Bo<is 
Vntt master spy. wtio made tits 
way to the fortress to r«cap1ure 
the diamood, has i>een impris- 
oned t:ry the faithful guardian 
Wtw patrols the rooms and cor- 
ridor? ^or intruders. On your 
lourney you are likeiy to meet 
eives. piKies. gnomes and the 
deadedly ui^tnendly woodcut- 
ter. 

Your mission is to enier the 
fortress, recover the diamond 
and rescue Boris, But orioe you 
fy)iS \he dianriond th^ game is 
not over - you must still gel 
back home, and Uiis can be irie 
most difficult pan. 

On k^ading you notice a very 
attractive foadin^ screen, fol- 
lowed by some pleasing 
graphical representations of 
the firs! lew frames of (tie 
adventure 

The screen that confronts 
you is very reminiscent of that 
used in The HobbiJ. Ttie 
screen is divided into two 
areas The upper area shows 
ttie action taking place and the 
picturas of some of the scenes 
Irom the adventure. The lower 
area is used for your imput and 
error itiasaages 

TWs scneen presentation is 
adaQuate but it can be difficult 
to keep your piace on ttie 
Upper scrolling portion as it 
receives fresh inlormation. 
Using different colours for the 
Objects, characters, etc, would 
help but It may have been bet< 
ter to dear ttie xnwt as you 
enter new locations. 

Wber\ you start ttie adven- 
ture you are weak but you can 
build up your strength by eat- 
ing and drinking, You shoukj 
feed regularly otlienvise you 
may tiecome cnticalty weak. 
Your strength determines how 
many objects you caji carry 
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and if you trecome too weak 
you won't be able to pick uplhe 
lightest of objects - including 
food, 

The ctiara<:ters thai inhabit 
the adventure lead indepen- 
dent lives With friends rriore or 
l9SS sticking by you Ouhng 
p^ay you twcofne aware Of the 
feaJ tjme element to the game 
Every character takes action 
every 1 5 seconds whettier or 



bef mapped out; NE, SW, etc. 
can also be entered in the 
usual way. 

The vocabuJarly used in the 
ad^venture is a very strong 
point - it is both large and 
user-iriendly. tnteUigenl 

responses are the order of the 
day - not just the ubiquitous 
You Can't'. Leaving behind 
the Verb/Noun restrictions of 
many adventures, ttie game 



not you yourself do anything. 
However, tf you feel like a 
breatfier all action stops when 
you siart to type and doesn i 
proceed until you ENTER, 

To make movement in the 
lour main directions easier use 
has tieen made of the cursor 
keys, which is very useful for a 
quick early foray when itie 
early pan of the adventure can 



allows much more complex 
inter-adions arxj requires the 
adventurer to be specific, eg 
UNLOCK DOOR WITH KEY 
Quite complex sentences can 
be used with each command 
starting with a verb, eg OPEN 
THE t500R AND GO EAST, 
Ttw vocabuiarly is varied 
enough to allow three keys 
which must be matched to 




three doors. Similarly with the 
three books. Anottier useful 
feature is that the computer 
can remember the last verb 
you used so you can GET KEY 
(Efvn^R) - WJNE (ENTER), 
which saves time. 

The game uses a powerhil 
LOOK command, eg LOOK AT 
THE CHEST is d(stinguishatile 
Tom LOOK INTO THE CHEST 
ind you can even look across 
nto dpfferent scenes with 
LOOK THROUGH THE 
WOODEN DOOR or LOOK 
INTO THE SMALL CAVE, This 
gives you a chance of avoiding 
unfnendly characters and so 
marl^s an excellent and very 
useful advance which other 
aspiring aultiors would do wel 
to note. 

Further examples of the 
breadth o1 dialect are seen with 
FOaOW ROBOT and SAY 
TO ELF GET KEY. If you 
rveeded to be persistent with 
Ihts last request CAPS SHIFT 
and 9 will repeal the com- 
mands on the last line you 
entered - a nice touch and a 
sign of a highly potistied piece 
ol software, 

The abbreviations are very 
helpful - often the first or first 
two letters are adequate. 

F^ntesie Oi&fnOnd is a long 
adventure with many interest^ 
ing and kTgical profile ms to 
solve.. Highly recommended. 
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Temple of 
Vran 

Producer: Incentive 
Software 

Memory required: 4flK 
Retail price: ES.50 
Author: R. A. McCorfnat:k 

Tempte of Vran ts the second 
part ot the ^ef Jrotogy from 
Incentive Software Your mis- 
sion in this part ol the trilogy Is 
to enter the temple and onoa 
there to put an end to all of its 
evit occupants 

You start the adventure with 
a Sword, some aimour. a nng 
and, of course. Edgar, your 
tneridly assassin t>ug. who can 
be injsted to sink his poison 
tangs into ycur neck should 
you decide to shirk your quest. 

This is a classic style text- 
only adventure with a large 
numtwr of k)caiiofi5 and many 
problems to solve which couW 



lake weslts lo conniete. 

Your travels WW take you 
across the plains of Ket, into 
the cteprhs of (he Wari's Laic 
and ever forward in lime to the 
years 1940 and 2300 before 
returning fof yoour ftnaJ con- 
frontation in itie Temple of 
Vran. 

There is a good number of 
useful (and not so useful} 
c^b^s scattered arou nd C are 
must be taken not to waste 
yseful objecis Of leave them in 
a no I her time zone 




The locaiions are licidiv 
<tesGribed and are consistent 
in creating an excrtir^g and ere* 
dible almosptiere. Input con- 
SiS(S Ol VerbiiT^Joun couplings 
whicti ^ adequate although 
limiting when communicaiing 
With othef characters. The 
vocabulary is quite fleicible but 
there are a tew annoying om is* 
sions and the use of the ver 
eisannne" is confined lo those 
Occasions when you are actu- 
ally carrying an object, 

Combat is much more 
sophisticated than in most 
other adventures, gtvtrra your 
statistics for Prowess, Energy 



Mystery 
Manor 

Producer; Bamby 
Software 

Memory required : 48K 
Retail price; C6. 50 
Author: D.$. Kelly 

As Inspector Solvitt you are 
called in to snv^iigate the 
murder of Lord Smedley^ wtio 
is found dead in the master 
bedroom of Mystery MarxK. 



Difficulty 
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Iwnft, H't cokl ln»i4« Uydtry 




and Luck. Prowess is your sliiill 
in combat. Energy ind^ales 
your stale of health and Luck 
your fortune m combat. The 
tussles take place in rounds i<i 
which either you or your oppo- 
nent is hit If you are struck you 
are given the option ot running 
or continujrvg to light flunmrig 
can often prove to t»e the rrKist 
dangerous as you can be 
struck from behind All this 
adds up to make a more mief- 
esting game charged with 
atmosphere. 

One small bug I encoun- 
tered occurred during one 
moment otgraiuiious violence, 
I was involved in e fracas with a 
mouse in the same Eocalion as 
an elephant To my horror Ihe 
combat status appeared with 
the rT>ouse having an energy of 
20 compared to my meagre 10, 
In the ensuing battle, whtch 
fasted nearly £0 rounds. I was 
knocked over and kicked sev- 
eral times and brought to the 
verge of death Quite a btow to 
one s delusions ot heroism. 

Overall an excelleni game 
which can be headily recom- 
mended. partk;ular|y for novice 
adven^rera as the problems 
are no) too diftK:ult. 



Moving your user-dafirved 
character around the Cluedo- 
3l)4e map of ttw manor you 
galhef clues but have limited 
lime to find the murderer. Your 
score depends upon how 

auickfy you can find the mur- 
erer and the weapon used- 
Thefe are only rime possible 
assassins and five weapons A 
typiea! game would have you 
vtsit jusl three or four 0l the 1 3 
rooms I hat comprise the house 
and it IS often possible to guess ' 
the kilJer after just one room In 
one game. You learn that Lord 
Srnedley has used his influ- 
ence on Prof. Half to prevent 



his manylng' In tt>e WC (whwe 
else?) and thai The hinder 
bOices arourxJ the manor are 
empty due to a total abse nee of 
chopped logs' sn the pool room, 
tt IS witti^ genuine surprise you 
learn that your first accusation 
{Pfot Hall with an axe J is cor- 
reel On ptaying the game for 
any length of time, clues and 
their solutions become very 
familiar However, the lact that 
this game rs tar too easy is not 
lis sole shortcoming. 

The game makes use of the 
cursors keys - a poor choice, 
but not so cnticial as this is no 
fast-moving arcade game. 
Throughoul the game you are 
pursued by thie tiomicidal nut 
but tt IS so easy to escape his 
deathly clutches that in dull 
moments it is amusing to 
reverse roles and chase your 
assailant. Iif you (ire of being 
told I hat you have just entered 
a room when it is patently clear 
that you've |ust left I hen you 
can forget about the entrances 
to Ihe rooms altogether ar>d 
simply walk through the walls 

Towards the end it as ridicul- 
ously easy to crash the game 
when making yuur accusa- 
lions, II you can avoid tailing 
Out of the program then you 
can impress friends If you note 
that a p Will always give you the 
correct murderer and w the 
(xirrect weapon 

This game is unlikely to offer 
more than 15 minutes" enter- 
lamment even io the most 
undemandirtg. The structure of 
Its programmirKj. the ineftec- 
trve key response, poor sourKl 
ar>d the all too obviousd 
absence ol methodical debug- 
ging conspire lo produce soft- 
ware no better than most coufd 
achieve given a wet weekend. 
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The 

Incredible 

Adventure 

Producer: CRL 
Memory required: 4flK 
Retail pnce: £5.95 
Author; A. Trenker 

As a knight of the Fire you must 
find the Magical Giob© which is 
protected by an evif Lord Nad- 
ish and the imprisoned souls of 
(he Minctaurs. Serpents, Trotls 



arMJl Skeletons 

So goes the blurb on tf>e 
cassette cover but really this 
game is far rrrore mundane. 
You are a small square bk>ck 
and you walk into crosses in 
the hoiiom two lines ii teHs you 
what you have walked into. 

A castle and its grounds are 
mapped out over a large 
number ot screens, each 
screen showing a corner of the 
castle. There is no on-^reen 
scrolling - when you leave a 
section a new map is drawn, 
You move your block around 
with Ihe cursor keys but your 
progress is hampered every 22 
paces (wtven Funnlr>g} while 
the beasts positions are 
updated If this wasnt bad 
enough the program insists on 
flipping you back to walking 
when interruptions occur even 
more frequerttly. 

A status report along the 
SMje of the screen informs you 
of your wealth, stamina, lood^ 
water, rating and rnap num- 
t^rs. Unfortunalely Ihts is only 
updated when you leave tlie 
screen, which can lead to a 
Situation where you are chop- 
ped down in your prime when 
all seemed well Your wealth is 
amassed by seeking out cros* 
ses whereupon a report will tell 
you that you have a dull |ett* 
stone or a brilUitftt baut>la. 
ak>ng wnh the usual gokj^ 
rubies, emerahjs. etc, 

Pressing D will fire one arrow 
in the direction you fast moved. 
But this game is no video nasty 
- the beasts you must kill are 
represented by arrow and 
spade shapes whk:h are in no 
way intimidating and wilt not 
approach to fight 

Given time and patience, 
you proceed through the caslte 
to the main part ot the game. 
As if in a sleep (as if^) you 
come ovef all tunny - dil's an 
avra and it signifies the pres^ 
efKie of a soul nearby. Wtien 
you've captured the four souls 
you can confront the Evil Lord. 

lncredibf0 Adventure ia far 
refTYOved from what many 
would call a traditional adven* 
tore in that much of thie move- 
ment IS achieved simply with 
the cursor keys as opposed to 
movement achieved through 
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solving problems. The game is 
debugged but remains 
unpoiis^ed- 

Wefl, there s loo mych soft- 
ware and loo litlie time so ■ 
think I II wrap ttiis little pl«oe up 
This adventure is incrod^te 
but for all the wrong reasons 
This game is cheaper than 
steeping pills but certainty 
fTot as addictive Computer 
Rentals mariiel this tape and I 
hA^ould suggest you renr before 
buying 
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Here Comes 
The Sun 

Producer: All igata 
Memofy required: 46K 
Retaii price; £7,95 
Authors: M.D, Russell and 
CM. Wright 

A massjve space slalion ts on 
collis4on course with the sun 
and It's your un^nviabfe task to 
CH'evQ ni a solar expVosion turn- 
ing the universe into a black 
pudding (ail right, it didn't actu- 
ally say that but you know how 
it gels after reading so many 
cassette covers). 

Playing Here Comes The 
Sun you get the impression of 
an adequate t>ut unpolished 
piece of software, I'H show you 
what I mean, 

The program spends one 
miinute loading a saeeft which 
isleftthereforonly12 second s 
before being deleted. This is 
replaced by a list of tt>e voc- 
atxilary - useful, but should )t 
be placed on a loading screen 
wh»ch IS tost when the game 




stans^ On the loading screen 
vocabulary is mis-spelt arK) 
this IS a foretaste of things to 
come If you re strugolmg with 
the word LASER that's 
because the computer has 
been programmed to expect 
LA2EFI. 

Although the space siaiion 
appears large there are no 
localKjn d©scriptH>ns, more 
focaiton staiements realty. 
Many locations are repeated 
and SO some loss of atmos- 
phere IS inevitable. The half 
dozen or so graphic descrip- 
tions add little to the adventure. 
You can be randomly killed for 
no apparent reason in loca- 
tions where you tiave previ- 
ously been safe I m no great 
fan of the random element - at 
best it's imtating, at worst d can 



The Lost 
Gnomes 



Producer; Eric Bean 
Adventures 

Memory required :40K 
Retail price: £5.95 
Author: Cfl Bozlcek 

The lost Gnomes, by Eric 
Bean Adventures >s another in 
the long line of text-only adven- 
tures written with the aird of 



dissuade you from playing 
again 

Once you've settled into the 
run of things you oonr>© to the 
exeftion area lo be confronted 
with a primitive a#cade ski 
slope game r>a better than< Itie 
type found in program IIMngs 
of what seerrts like eons ago. 

However, not all is gloom 
The adventure is interspersed 
with a thousand funr»y ways of 
dying. Oh, well . . , 
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GttS(>tt'»Our». 

You take the pari of the wily 
gnome Eric Bean (makes a 
ct^artge froiri Brawny Bar- 
bahan) master adventurer and 
potential hero. Returning 
home to the valley of the 
gnomes, you firri the place 
strangely deserted apart Irom 
the curious Snon But this 
companion is no animated 
character - he can neither 
move or talk Where have all 
the gnomes gone? Have they 
returned gnome or are (hjngs 
much more sinister? I've a 
sneekmg suspicnon that ttKise 



goblins m Murgar Mountains 
are not totally innocent. 

Your first task is to Ifnd the 
elusive ferret who may hold the 
key to the Quest. This in itsell is 
not easy as the valley above 
ground consists of over 30 
kxations and the ferret is htd- 
den within a maze. A tricky 
problem when you are equip* 
ped with only a torch 

The normal abbreviations 
for direciions are accepted aixt 
the response is instantaneous. 
Talking about speed, the save 
facility IS the fastest Ive seen. 
taking only a few seconds. This 
was very convenient as I regu- 
larly ended up on the sharp 
end of a goblin knife. Entry Is 
resirtcted lo vertj^noun, not 
necessarily tiad in itself but 
unfortunately the vocabulary 
also proved ratfter limited. 
Neither of the verbs EXAMINE 
or SEARCH are accepted, 
which is a shame stnce they 
help to create atmosphere. Dl 
woutd have tiked to have 
checked out the waterfaN., 
cave drawinas or the shell -Itke 
rock hut sadly that was not to 
be. I thin4c it s fair to say that 
these verbs make or break 
adventures because without 
them the game becomes no 
more than a problem solving 
exercise. 

The tost Gnomes is not a 
bad adventure, but it s nothir>g 
^»ciai I look forward to 
seeing furthier Eric Bean 
AdveiiAures with much 
improved vocabulary. 
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CRASH ADVEMTURE TRAIL CHART 




Iwloat Computer rrtaga^ines 
publish their owr^ Charts tftue 
days With only one Of fiwo 
excepttons. adventure ganies 
tare tiadly in these charts. 
Mainly ttecause few adventuf< 
erv are stocked by I he chain 
Stores wfto make up the charts 
We at CRASH would like io 
produce the lirst adventure 
dtmi, TtMs Chan will be besed 
on what you thmk about the 
games you have played, not on 
sales figures. This will give the 
many exf^ient gam^ not sold 



by the chain stores a ctiance o4 
charting. This should prove a 
much better indicator of Which 
raaiiy are lt>e t>esi adventure 
games than does ar>y other 
chert. 

To cofttnbute all you have to 
do IS give the adventures you 
have played a rating out of ten 
and send ttiese ratings lo us at 
CRASH. We will then cak:uiate 
the average readers rating for 
each game and draw up the 
adventure charts a<xordinaly . 

Voting on the CRASH 



Adventure Trail Ctiwt need 
not affed arr>y voles you might 
want to send in to the main 
HOT UNE CHART, so don t go 
dropping adventures out ol 
your Hdl LINE votes because 
you also want to vote for Itie 
ADVENTURE CHARTI 

The names oi all con- 
tnbutors will go into Vt\e bag lor 
a monlhty draw and tfie first Out 
of the bag wiJi win L40 worth of 
•oltware and a CRASH tee- 
ahin. wrth five njnners up win- 
ning a CRASH tee-shirt each 



You may WRITE m to us or ring 
us on the CRASH HOTUNf 
PHONE-IN NUMBER but 
pivaae reniemtier to tell the 
answering machine thai your 
vote IS for THE ADVENTURE 
CHART. The nun^Mr is 0S84 
3015. 



CRASH ADVEfmiRE TRAE. 
CHART. PC BOX 10, 
LUDLOW. SHROPSHIRE 

svBioe 
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CoffiUcgall SPECTRUM OWNERS how would 
you like to own, ABSOLUTELY FREE a new 



SINCLAIR QL COMPUTER! 



.^'i^iS 



> 'A I CO i! y^- 



offer you this unique chance 

?eud FREE MEMBERSHIP 

to the a?tronics SPECTRUM OWNERS CLUB! 

And the opportunity to win 
one of four great prizes! 



Ul THE NEW SINCLAIR QL 

2wl £100 CASH! 
M £50 CASH! 
4{k £25 CASH! 



Complete the coupon and send it to us and by return you will receive your 
FREE MEMBERSHIP CARD. Don't delay post today! 



I would like to beome a member of the cJiflr onics SPECTRUM OWNERS ! 

CLUB plus the chance to enter the FREE DRAW/ 

•(Free Draw for QL Computer plus other prtzes to be held on August 1st 1984). 

NAME: ^^ 



ADDRESS: 

POST CODE: 

TELEPHONE NUMBER ^ 

MY SINCLAIR SPECTRUM SERIAL NUMBER IS: . 



_AGE 



db 



hrfl 



OK Tronln Ltd^ Unit 6v Shi re Hilt tndtatrUi Eft Ate, Saffron W^lden, 
Ej««K CBI 1 lAQ. Telep^wne: (0799] 26350 fl4 hn) 5 linei 




EVER WONDERED HOW TO GET ACROSS THE RIVER? 
. EVER SCREAMED IN ANGER AT GANDALF IN SHEER 
FRUSTRATION? 
EVER WONDERED HOW TO GET THORIN TO SHUT UP? 

WELL, NOW ALL THESE QUESTIONS AND MORE CAN BE 
ANSWERED WITH A NEW BOOK FROM MELBOURNE HOUSE 



m 



THE GUIDE TO PLAYING THE HOBBIT 

In association with Melbourne House, CRASH is offering the book plus the game 
TheHobbit to the first 10 lucky winners of this little com petition. If you already own a 
copy of the game, don't worry- you ^^^^can give it to a friend or use it to replace 
your welT-used copyt In any ^^^^^^^^^^^^ event, the Guide is a very 

useful prize. 

Writlen by Dsvld Elkan, The 
Guide to PlMying The Hobbtt 
has 76 pages oon(a»ning 
descf!p1}ons oTlhe locations m 
I he game with screen stiots ot 
the graphics. The book is a 
so^LTtion to suoc«Q<(ul^ Paying 
Th& Hobbit, and as stich is a 
valuable aid to Ihose peopis 
wtio have not yel con^jleted 
the adventure Nevarthele^, 
the tjook ts only a Guide and 
nol The Solution - i1 isni 
intended to spoil the fun of 
playing the adVfl'nture, This is 
esp©Cfa[ly true with The Hob- 
bit, becaiisf* there is no one 
perfect solution to solving the 
game. 

in addition to the (ocation 
descriptions with helpful hmis 
on what to do with the charac- 
ters and otifects, there are 
passages desc!ribir>g various 
aaiM>cte of playing the game, 
mapping and more detailed 
deacfipttons of (he mam 
characters 

No Hobbit should be with- 
out orwt 

Serw! your entfies. an a post 
rarri ptpasp to CRASH/ 
MFL BOURNE HOUSE COM- 
PETITION, PO BOX 10, LUD- 
LOW, SHROPSHIRE SYS 
t oe JO be reserved by the last 
post, Frid«V. 5iS*f^ Ju"«. The 
hrst 1 Q awrect entnes drawn 
from the h;^g will e^ch receive 
a copy of ^^^ Hobbit and The 
Gutae to Pfsying The Hobbit 



\. 



t . Who wrote the ooginal twok of Thp Hobbft? 

2 vVhai language' ts used in playing The HobbiH 

3. You must steaf the dragons Ireasi^e - whal's the dragon's 

nanne? 
4M^fne Itw man respoinsible for the team that produced the 

game 
5 What happens to the ottter characters in The Hobb^ whtle you 

are playing the game*? 
S Why is Melt>Dume Mouse so rmmed? 
7. Name three other progfams produced by Melboyrr>e House. 




8. What is the r\ame ol 
the character you play in The Hobbft f 

9, The Hobbft story was a kir>d of prologue to what famous 
trilogy of Storms'' 

10. The hobbn has a strong title screen - with what utility 
was n produced'' 



7& 
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LORDS OF TIME 



Joins our range of acclaimed pure-text puzzle adventures, at £9.90, for: 
BBC 32K COMMODORE 64 SPECTRUM :bk LYNX 4m NASCOMs^K ORtC 4aK ATARt 32k 



ir 




ADVENTURE 
REVIEWS 

Adventures wh^ch have ^ fast 
resoon^e tiTtie. are 
spectacular m Ihe amount of 
detail and number o( locations, 
and are avaijabla \o cassette 
OMtiers . . Simply smashing^' 

-SoflSeQt83 
"CotOA»Bl Advtoltir* is 
ir>clucJ©d in Pracltcal 
Computinga top ten games 
ctKuca for tS&3; ■'Po«lic, 
moving and tougtn as t^lE " 

-PC.Dec63 
"Cofomat Advantiir« For 
once tiere s a program thai 
I tves up to its name., a 
mastertul faat. Thtofougtity 
recommended" 

- Computer Choice. 0gc63 

Coto»s«t Adveithire is one ot 
the t>est in its class- 1 would 
racommend rt to any 
adventurer " 

- Acorn User, Feb 84 
"Adventure Queat Ttiis has 
always be^n one of thie best 
adventures for me a& it soems 
lo contain the lot In all \i took 
me abKsut eight months (o 
solve ' 

- PCW, 18m Jan 84 
To sum up. Adventure Ouest 
IS a wondorful pro^jfam, In^t, 
exciting and ctialtervging. If you 
like adventures then ihfs one 
IS for you ' _ ftHLUG tssue t.3 

Colossal Adventure is simply 
superb For those who wani 
lomoveontoanott^ef 
adventure ol similar high 
quality Dungeon Adventure iS 
recommended Witn more than 
2tX) locations. 700 messages 
and 1 00 objects it will tease 
a^ddell^ht^' 



MtDDLE EARTH ADVENTURES 

1; COLOSSAL ADVENTURE 

A compJeie, tult si^a yt'tuon of tha classic mainframe game 
AdYenture' with /Obonuii locations added 
3: ADVENTURE QUEST 

Centgnei have passed ivmce the time ol Colossal Advent uwe 
and ev J armies t\ave invaded The Land Tlie way ^s long and 
dangerous but witri cunning you can overcome alt otistaclie$ 
on tt'ie ¥,ay tothe Black Tower source of their demonic 
power, and destroy ii 

3: DUNGEON ADVENTURE 

The Ir^i^ogy ■& completed by thi*i superb adventure set m the 
Dungeons beneatti the shattered Black Towef A sense of 
humour is essehtial' 

THE FIRST SILICON DREAM ADVENTUfiE 

1; SNOWBALL 

Ihe fir^t uf Pete Auslin s second trilogy The giant coion-y 
siar&hip. Snowball 2 has been s»Doiaged and (S trading lor 
ihe sun in this nnas&iye gime witti 7000 locations 



ADVENTURE 

REVIEWS 
"Colossal Adventure . 
undoubtedly the best 
Adventure game around. Level 
9 Computing tiave worked 
wonders to cram all Ih4s into 
3?K FmalfyDurtgeort 
Adventuie. I^f>f t?u! by no 
means feast This isthetiesl 
of the loi - a truly niaisswe 
ji I'/entufe - you'll have to play 
li ^'oursetyas to beliv« il ' 

CBU64UsfifsOu&m*steirw 
The puz/les me logical ar^ 
the program is enthralling 
Snowball is well worth the 
n^ .iney wt>ich, I or a compute' 
piograrft^isahjgtir 
f ecommendation ' ' 

Micro AOventurBr, D6c S3 
"Snowball As m all Level Q's 
adventures, the real pleasure 
cornes nol Irom scoring potnis 
but in expkinnig ttie world m 
which the tj^me is set ^nd 
le^rriifTCj at>cHjt its den/iens 
this program goes lo prove 
that ttw mental pictures 
coniured up by a good teitluai 
adventure can t)e far more 
vivid than the graphics 
availal>le on hiome 
computers " 

- Whictt Micw?. Fet $4 
"lords ol Tifne. Thus [iroorgm 
wnlenby newcomer Sue 
GafJE^ard, toins my lavoiinte 
series and is an extremely 
c]ood additKXi to Level 9 El 
1 .1 insistently good cJitaioyue 
Ah, we have oime to expect 
from Level 9. tfse prograjn is 
executed wiih wondeJiul style 

none ot Ihosie bor«ng You 
I :;i 1 1 1 do that messages' 
Highly recommended ' 

-PCW. l5lFebe4 



THE LORDS OF TIME SAGA 

7i LORDS OF TIME 

"" .to Sue Gazzard tor her super desifjn 

I vei adventure through the ages of 

wor irJ ' . I Kii to the Ice-age, go romin' with Caesar's 

lerjusti jhi ofi th*» O^rk Ages etc 



pric«: £9.90 each (inclusive) 

Level 9 adventures are available ^orn good computer shops. 
Of mail order Irom tji. ai no ojilra charge Fleese send order 
or SAE for catalogue, to 

LEVEL 9 COMPUTING 

Oept C M4 229Hugh9ndenRoaa 

H^h Wycombe. Bucks HPi 3 SPG 

Pfeas^ describe your computer 
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CRASH QUIZ 
flESULTS 

CRASH QUIZ ISSUE 3 

iThni » irvorw m«i got ciMd 4 m 

We a^ed you to idantily stH 
shapes, silhouetles of famous 
heroes from w©fl ■ Known oames. 
The ansiM«fs nMra: A ZiGGY from 
Pyrsmid and Doom^dair Casfto; B 
BUGABOO (THE FLEA) from the 
oame o( im same name; C WILLY 
rrom ManK Mkfw (not Jot Sai 
waiyl); D LtLLE OL' FARMER 
BOY from Chuckie Egg, E 
HORACE from Hungry Horace. H 
And Th9 Spkhfs aixJ H Gobs Ski 
kig: F JETMAN from Jstpac and 
Luna/ JetmA/} 

The winrwfs are: Feler Ecck^. 
Cosley. W. MKll<ands, L BonwHI. 
Chesterfiekl, Dertyshire. Andraw 
Whtte, Keaf9%. ne«r 8oHcn. 
Lsrtcs. 



THE 

MONTHLY 
CRASH QUIZ 



>T^* 



This month's CRASH QUIZ is 
going to lake all the brainy 
you've gk>M Enough of these 
ridiculously Simpfe questioris? 
Th IS time you've all got to realty 
gel thinking. What we have 
here are two anagrams - 
words with Ihetr letters all 
miJddled up and made into 
otfwr wofds (tor ttiose who 



don t know an anagram trom a 
parallologramj What we want 
to know Is what the original 
wdinls are supposed to be 

Ttie First anagram is actually 
the titles ot five very weU> 
known games for tt>e Spac- 
tnim, Tt>e asionsks below indi- 
cate how many tetters artd 
words make up each (itJe. 



UNDER A FIGHT IMPACT AT 
(TIC) 3AM, LITTLE JACK 
SAT ON ACACIANMJNT 

(N8: The comma, lull stop and parenthesis are 
not a pan ot arty title I) ■»«. .*. .».* *,,.. 



tmwmww *■«■«*'* 4*4 
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And the second anagram con- 
lams the name of a well-known 
software house, but that's not 
wtml we are lonking for What 
we waht to know is the single 
word it turns into - a word 
which could be u&s6 to 
describe the state of the art in 
Spectrum software . . . 

THIS PSION COAT 

Answers on a postcard please 
to CRASH QUIZ, PO SOX 10, 

LUDLOW, SHROPSHIRE 

sraiDB. 

All entries must tie received t>y 
la«t po«t Friday, 29th June. 
and the first three correct 
entries drawn from tt>e t>ag will 
each receive £25 worth of 
software of their choice The 
answers and wtnners' names 
will be announced in the 
Augusi issue 
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THE EASIEST 
WAY 



BUYING 
SPECTRUM 
SOFTWARE 
YOU WILL 
_j FIND! 

you have to do is fill in t\ 
koff. We u ill offer ' ''^'^ 
but ple»e remembct 
timet longer Co reach us than 
po%C. If you would prefer a sp« 

deipacched within 24 hours by ' 

ANY OF THE SOFTWARE 
REVIEWED IN THIS ISSUE* OF 

CRASH MAGAZINE MAY BE 
ORDERED BY MAIL USING t»-if 

FORM RFl OW 



CRASH MICRO GAMES ACTION ORDER FORM 

r«t*ph(Hi« Ludlow (OSM) MIA. 



Pleaie und mt the follow(i>g litlcsi Block cipitali pteaie! 



Title 



Producer 



h»**flli mJ intlud« VAT Criift Mpcto 
Cjiwi A^cIehi rniiis no chirp rcf pott iff 

iheuW «44 5«(> p*r iT«mf<w pett JJid 
^dcni OiuLv4« Eurofw . (ri«iii wrR« fint 
uj iJtw <rt nt»^ idvlct on ^ii «£* '*(•* 



CRASH HI^CRO ffortt 
Eur«p« wt can Kitpt 



Sub Total: £ 

Lcis Discount C 

Total Enclosed £ 



AiTiQunl 



Name^ , . , , , 

Subsc'ibsf Ho. 
if applicable 



Po&lcods 



SPECIAL DISCOUNTS 

£1 
50R 

Sorr y - only ONE vouc her i>« r o rd«r f 



OFF ANVOHDEH WORTH 
MORE THAN £20 



OFF AHH OftDEft WORTH 
WORE THAN tlO 



CRASH MICRO, FREEPOST (no Stomp requrred). LUDLOW, SHROPSHIRE SY8 IBR 



ADVERT JSEMENT 



n/Ifl!^ 



Wilfred the 

Hairy, Olaf 
the Hungry! 

Producer: M icrc^yte 
Memory required, 48K 
Retail price: £5.50 
Language: BASIC & rn/c 

11 ts the age of the Vikings and 
you are Olal {in b(ua}. pining 
ycxir wits against Wilfred {in 
red), alias your Spectrurn, m 
this game of ancient stralegy 
The basic otiject of the garne is 
to conquer the known world, 
which indudes North and 
South America. Africa. Europe 
and most of Asia. Your castle 
and horr*© is Situated some- 
where on the site of wtiere 
Winnipeg will one day be built, 
and the awful Wilfred has his 
sited some h were lo the north 
of Lake Victoria m Africa. Cori- 
tinenls are entered and left via 
ports marked as gresn spots 
and conquering is accomp- 
lished by placing appr^opfiately 
00 toured fiags in columns and 
rows Ihroughout 1h© country. 

Plagues of rats and fleas are 
a proolent for Wilfred aiKi he 
often has to return home to 
delDuse. Both sides have an 
ammo altocaiion which is 
depleted whenever one o1 the 
enefny's Ifags is replaced by 
of)e Qi your om>. This is also 
replenishetJ by returning 
hKMTie. It IS not possible to enter 
a continent totaily con<^uered 
by Wilfred if his ammo level is 
aoove 40. OoraaM>nal)v enemy 
shipping approaches your sail- 
ing ship and a sn^ll area at the 
bottom left of the screen clears 
to reform as a view of the sea, 
crenellated walls and a can- 
rton The enemy ships appear 
on the horizon and must be 
fired at by movir^g the canrvon 
left and rtght and pressing key 
Z, 

hAovement is via the cursor 
keys, each army taking turns 
A message scfeen at the bot- 
tom informs you of Wilfreds 
seemingly endless misfor- 
iiiines. a lot of which have to do 
with the widely spread Wangu 
thbe of head hunters. 

cmnci&M 

The ir^iay describes this as a 
game of High Resolution 
Action Gfaphics. ll only thai 
were true tt might have (ust 
overcome the silliness of the 
prograni. Because you input 
the direction of travel up, 
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Good ■hoottng kMpm ItM anofny «t biy t>ut in lh» md, it't t)m ut>k]uiioui 
Wcngy itwt w4n th« day. 




down, teft right and nothing | 
else, there's very (ittte lo do in 
this game . Then the mo ves afe 
all very slow And the game ' 
never wants to end, Even if i 
you SI I still and let Wilfred 
stowly turn the world red, it 
doesn't end the game when he 
Siicceeds Other funny things 
happen - it Wilfred crosses 
y<Hjr actual position, you tum 
red as well, at least until you 
make a move. Half an hour's 
piay stKJuld convince anyone 
tfiat they have stJccessfuiiy 
wasted their money 

Th& graphics hardly live up 
to the inlay '$ ci9im - Stocky 
white suggestions of Pie con 
tinents on a blue back- 
ground, retf and blue Hags, 
men artd casffes and green 
character bfocks tor entrylexit 
poJnte tt att iooks very pnmi- 
tiv0 Btiii th0re Seems to be ttttie 
point to the game anyway. The 
Wangu tribe are atf over the 
place, so f suppose they are 
the rest winners, having 
aiready conquered the worlds 



The ga me ts T\ot only nard to 
get into , bii t there isn't anything 
to see. It's futi Of things that 
happen beyond your control 
Only the ocCasdional attack on 
your sailing ship by enemy 
ships has anything like an 
action feel, but the carprwn 
t>al1s leave trails of undeared 
pixels behind them. The 
instructions ar>d graphK;s let 
this game down, but its main 
problem is the program itself, 
After playir>g for three quarters 
of an hour without any apfvar- 
eni ending in sight, Wilfred fat 
the time visiting my American 
homeU suddenly tiegan creat- 
ing whole new chunliis of land 
in a siraight line downwards, 
joining the eastern seatx>ard of 
America from Florida to Brazil 
Laying flags tiehind him, he 
swalhed down through fht? 
South Atlaniic, hit the rrvessage 
Sine arid crashed w>th the 
report, W^a Out of Screen. 
148:t'.Fareweli Wilfred, 



COMMENTS 

Control keys: cursors during 

main game, 67 left right and Z 

to tire for the sea gioing 

cannofi 

Joystick; AGF, Protek 

Keyboard play: very 

unresponsive 

Use of colour; poor 

Graphics' poor 

Sound: very poor 

Skill levels: none 

General rating: a waste of 

time and money, and a 

bugged program 

U se Of CO m puter 33% 

Graptiics 15% 

Playabilfty 10% 

Gettir^g started 25% 

Addictive qualities 5% 

Value for money 1 0% 

Overall 16% 



Close-in 

Producer: Puisonic 

Memory required: 4flK 

Retail price: £2.99 

Language machine code 

& basic 

Author: Shielly & Ofer B«fl 

Ami 



T?tis offefi'ig IS a throwback to 
the Iron styfe iight cyde gnd 
game where you must force 
your opponents light trail off 
the screen. If erlher trail hits 
another, rts own or the edge of 
the screen the other player 
wins. The game may be played 
against artottier human or 
against the spectrum itself, 
There are 10 sp»eed$ and the 
computer may l>e made to be 
intelligent in a ratio of to 9. 

One element which disting- 
uishes this from other similar 
games is the hyperspace facil- 
rty. Wtien the key is pressed, 
play IS frozen for a second ar>d 
then your irati starts off some- 
where efse on the screen. 

CRITICISM 

Puisonic reaily seem to 
have got themselves in a 
tangle. With the few really 
playabie games in this collec- 
ton. there always seems to be 
something lo rum them. Whai 
programmer in their right mind 
wouid provide such a fistful of 
badly iaid out keys as these to 
play such a fast gan>e? Eight 
keys! Each go auto- starts 
after a few seconds unless you 
kick it off yourself, and if you're 
playing the oomputer you are 
at a serious disadvantage with 
eight keys to use. Concentrat- 
ing on only ttw four main direc- 
tions IS no good, since the 
computer uses ail eight direc- 
tions quite happily. It also 
keeps on hyperspacing. There 
are much tietter, more play- 
able versions than this one 
arour^ ' 

The graphics are very sim- 
ple, as usual in this sort ot 
game, but I thought that h^v- 
tnga very thin red line 0nd blue 
tir^e on stark whtie was poor 
planning and hard or^ the 
eyes. There are also some 
cohur prolylems even with this 



tof t psfHtn Wnh Hiftivfi! nwTwvfl flnQtn^cloH^fii+ 




simpie arrangement. Not onfy 
00 tfT0 Unas cloud the tdack 
edge, but they will also turn 
eec/j other into biue or red 
def>&nding on how you seerri 
to h)t. Thts becomes very con- 
fusing. When that's aflsaid, the 
game is quite impossibte to 
play with the key Brrmgement 
given and no joystick will 
cope.' 

Tm sometimes driven to 
wondering whether sonie 
games programmef s ever play 
the things themselves, or just 
SA around having "good" ideas 
for games. If the programmers 
of Itiis one had tried it out they 
might have concluded that it 
was a bit hard to play It's a 
fairt^ typical version of the 
Iron' style game. The addi- 
tfon. oi the hyperspace facility is 
uselui for getting out of ti^ht 
spote occasionally. But I 
didn't like the keys a1 all The 
price of E2-99 IS not really 
templing at all - I would prefer 
to pay more and get a better 
pfogram/ 




COMMENTS 

Control keys: EfX up/down, 
S/Dtett/righi. W^fl 
up-teft/up-ritght, Z/C left-down, 
nght-down, A - hyperspace 
(keys for left player only) 
joystick: you rnust be joking \ 
Keyboard play: responsive 
but almost impossible to use 
sensibly 

Use of colour: ejctremely 
limited 

Graphics: very simple 
Sound: poor 

Skill level*: ID speeds, 10 
levels of computer inlelligefKe 
and live different mazes, 
some with extra hazards 
Features: i or 2 player games 
or no V Ihe computer 
General rating: a game which 
ought to be reasonable and 
has scope for addictivity, 
toial ly ruined by thoughtless 
key layout. 



Use of compuler 


5% 


Graphics 


30% 


Playability 


35% 


Getting started 


48% 


Addictive qualities 


35% 


Value for money 


35% 


Overall 


31% 



Apollo 11 

Producer: Darfcstar 

Me mory req u ired : 48K 

Retail price; 

Language: machine code 

(Pascal) 

Author: Ian Rich, BSc 

This program is simple to 
describe. Basically you must 
land your Apollo 1 1 mission 
craft on ttie siirface of the 
moon. The game is more a 
simulation than an action 
game, and although it may be 
simple to describe It isn't too 
easy to handle. 

The screen sfwws space, 
and below it the surface of the 
moon, with large mountains 
and Itat sections. Obviously 
you must get the lander down 
on the surface in one piece and 
on a Uat bit. Below the display 
ama is the instrumentation 
This indudes verticai and 
horizontal speedn rotalion 
speed and angle of attadt. 
Each instrument has a red.' 
green indicator and a landtng 
may be made safely if they are 
all green, which means you are 
within tolerable limits. II you 
are landing, at a certain poi^nt 
tfw screen cuts 1o a much big- 
ger ck)se-up of craft arid 
intended landing zone, for fine 
control of the landirvg jets. 

The simulation has an 
active, but low gravity effect. 
Movement of the lander is by 
rotation using side Jets and 
then thrusting with tiie main 
engirvB. Any eye must be kept 
on (he cnlical fuel level which 
reduces each lime the thrus- 
tefs are used. 




CBITICISM 



This is a Lunar LarKJer 
game wttere you control a 
spffi»craft and try to land it 
successfully. The hazards are 
the mountains o1 the moon It is 
quite a good version of the 
arcade game although 
nowhere near as thrilling 
Once the craft has been suc- 
cessfully landed there seems 
to be no point in carrying on. 
Graphics are drawn quite wetl, 
but then, only Ihe spacecraft 
and landscape move. This is 
the first game I have seen writ- 
ten in Pascal. Overall, not very 
addictive." 

Apolk) 1 1 is the thinking 
man's Lunar Lander (its 
author rs a BSc) its a tairfy 
slaw game but is still difficult 
(vefy), and I found it chaitBrtg- 
ing Landing the Apollo lUsa 
dffficuH and precise task The 
game certainly has addictive 
appeei tor me. ' 

VVx)/to f 1 has GufK>us and 
very interestir>g graphics, right 
from the liBe screen through, 
and the explosions, parttcu- 
larly. are well worth seeing 
The pame has an appeal which 
lies in the difficulty of landing 
ttie craft. Precise ttiinking is 



needed and careful liming 
Nevertheless, this coukJ hardly 
becalleda Ihnlling game, and I 
woukin't even begin to know 
whether to recommend rt or 
nol Probably for tf>e mwe 
serious minded.' 



COMMENTS 

Control keys: O/P rotate 
lett'nghi. CAPS-lhnjst 
Joysttefc: none 
Keyboard pfay: good, 
\ Simple and responsive 
Use of colour: average 
Graphics: average to good, 
unusual «n design 
Sound: poor 
Skitt levels: t 
Lives: 1 

Gerveral ratfhc: mixed 
feelings overail from average 
to very good! 

Use of compuler 73% 

Graphics: 70% 

Playabiltty 70% 

Getting started 69% 

Addictive qualities 68% 

Value for money 68% 

OveraM 70% 






'On* vtnm\^ ttmp lor FTwn- Apollo 1 1 1s ■Jnunl (town. 
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Butterfly 

producer: PuTsonic 
Memory required; £2.99 
Retail price; C2.M 
Language: BASIC 
Author: Hugh Oavis 

Bvtterfty shoMS a simple bok- 
ing window wiih one vertical 
arKl orte horizontal dividing it 
up into lour panes. Curtains 
hiinQ o<i ^itl^er sids. and the sill 
contains an etoctnc wire, You 
are a ^der who musi eal at 
least 12 butterflies per mnuie 
ar>d watch ciui lor the purpte 
spider eater that lives in the 
euftaihs. There are usually two 
butterflies visible at any or>e 
time. That s it! 



COMMENTS 

Control keys: 0/A up>'down, 

N,M left righi 

Joystick; none 

Keyboard play: unresponsive 

and slow 

Use of colour: fair lo average . 

Graphics:vGTy poor 

Sound: .very poor. Just a few 

beeps 

Lives: i 

General rating: rubbish. 

Use of computer ' 28% 

Graphics t5% 

Playability 10% 

Oetling started 40% 

Addictive qualities 1% 

Value for money 10% 

Overall 17% 




A MMflte Moot* Hi 

buHiffltaii Q0ftV' 



' hinge* out from ih« eurtain* wfrfl* ■fwttwr ptil 



CRITICISM 

"The movirig aroui^d to eat 
buttedties is very, very jerity - 
real tjasic BASIC The ganf^e 
itseH IS poor. To be honest, the 
less said atxHit thts one the 
better r 

i have seen some of these 
Pvtsanic gsm&s on safe in 
Woot^Aforths, and hailing now 
actu^y played five of them, i 
haw come to the conclusion 
that fftey must have been spe* 
cialfy designed to sell tn such 
phces. in the hope thai iots of 
people, perhaps new to the 
Sf>ectrum. witt thmM them 
amazing value You're 
wwnedl This one certainty ts 
uttmrubbmh 

I n fact . this cou Id have made 
a reasonable but simple game. 
Catching 12 butteifties in a 
minute is a hiard task, not 
because a high degree of skill 
is required, but because an 
inordinate amount ol luck is 
neededt The graphics don't 
averii rale a pnmiitve award. 
Sony, a waste ol time." 
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Olympics 

Producer: C.R.L. 
Memory required: 4aK 
Retasl price £5.95 
Language: BASIC 
Author Matthew 
• Brads haw 

In Oiympucs year we have 
^ready had ihe subversive, 
underground verston ot the 
nobde event from Autofiurta. 
I Now C.R.L. give us Hie otRctal 
I one I — Olympics is a two- 
j sided game, Side one contair^ 
eight events which take place 
inside the stadium. They are 
the 1 00m Sprint, 200m Javelin, 
110m Hurdles, Long Jump, 
Shot Put, SOOm and Discus 
Side two contains events that 
take pEace outside the stadium 
and are; Cycling. Swimming, 
Canoeing. Rowing, Yachting 
and thie Marattton, seen in sec- 



tions between each event. 

The computer hokJs lour 
teams Great Britain, USA. 
USSR and the Rest of the 
World, although these may be 
customised in each case, you 
control the British team, 
always at the top of the screen 
The events are run across the 
screen and are compleied 
when the winner reaches the 
right-hand side. At the same 
time, Ihe background is made 
to scroll slowly, thus appar- 
ently extendir^ the length of 
the race Your man has 9 units 
of energy and pressing 
SPACE causes him to accel- 
erate and the energy to drop 
aocordingty. Each track is lined 
on either side with speclators, 
trees, buildings or the back- 
ground of the stadium. 

Results (ie medals) can be 
re-entered on the second side 
of the program from Sfda one lo 
keep continuity 



CRmCISM 

This must be tt>e most rela^ - 
ing game I have ever played' 
And saying this, there js no real 
point to the game - it's almost 



does everything really, leaving 
you only to fudge when to use 
up thai quotient of energy The 
races tend to be very long 
vifinded as well, especialiy as 
you are bastcaity sitting bstck 
and watchsno, and on stde 
two, constantly returning to the 
Maratlxm. which mmt take 
three rninuias to get from one 
side of the screen to the other, 
becomes very irritating. The 
graphics ere small and jerky 
and on the whoie it ail seems 
rather pointless.' 

This is a topica! game for 
1984. The graphics are not 
super-slick but one can see 
what is going on. The game is 
playable because of its novelty 
value, but I found one f^ay was 
Quite enough and its appeal 
had gone. Amichaif sportsmen 
(sorry, spohspeople) will tvQ 
doubt enjoy a bash. There are 
plenty of varied events but thew 
all seem to lotlow a similar pa- 
tem.' 

COMMENTS 

Coiitrol keys: ENTER & 
SPACE 

Joystick; none 
Keyboard ptay: hardly 
relevant 





Sftirt n hn tt>« 1<|pp line (?n /Our (HcrMrts at norn*) H fMiiy rtrffcWng ih* p«o* 
now h«r« \n Ihe OimpK; Pool at P4«**d*n. . . 



as if the computer could play 
on its own - you only have to 
keep on pressing thai dreadful 
ENTER each isme a laam 
member has had his go, Once 
the game has been played you 
will probably never want lo play 
it again, the graphics are 
moved by block, are small and 
undetailed and I cannot 
recommend this game. 

On the face of it. a program 
containing 14 different races 
or competitions sounds like 
fun, but the trouble is fftaf 
they are all really alike This 
tsn f a game m the normal 
computer sense otthe word at 
all. because the computer 



I Uae o4 colour: average 
I Graphics: small, block. 

generally fair 

Sound: very poor 
I Skill levels: none 
! Screens: Movents 
, General rating: poor lo 

average once the noveHy 

value has gone. 

Use of computer 58% 

Graphics 46% 

Playabillty 55% 

Getting started 61% 

Addictive qualities 13% 

Value for money 35% 

Overall 45% 




STACK 1 00 LIGHTPEN - £28.75 gives your computer eyesi 

(Not available for theSp^trum) 



SLR 

fST4CK LIGHT ftlFLEi 




JUST TWO OF THE EXCITING 
PRODUCTS m THE STACK i 00 RANGE 



THE 



Snciair Spectrum, this quality nfle OMnes 
ooitiplete wth three eicdling ga/iws arKl 
cionfwct& 10 ^ur cornpute<r with ii iMl of 
caM Th« SLF pulf ifw in « dlfllmnt 



£29.95 



STACK 



RANGE 



Plese send me s Free brcKhure. pnce list and 
Ihe addr^ of my iwafejt slodosl 

f^ame ^...^..^ .. ....^ „ -„.. 



^^t*!**^****- 
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CBM 64 Accessories 

Caruidgu:- 

HELP ■ WW 20 eKira ooirtrnarids. diSMS«mbl«r and 

mactm code monitor. DOS C2t.T9 

St^RHELf ' as HELP but wiEh a. con^thwi&ve 

2 pass assefnbtef C40.2S 

AflflOW - k>ads and $ave^ a 32K pnogrant fa«tw Man 

a 1541 disk drive (use with ISSOC^N cass«l|ft dack) 

C3X39 

AflROW PilfS • as ARROW bui wflh a 

oompfehenis<ve B^2 asserntM C44.A5 

4'SLOT MOTHERBOARD ■ iswitched) £33.35 

a/xf a fufi range of pnnier rinteffaces 



STACK 1 OO K^ 

CUSTOMER INFOnMATION CENTRE "^ ' 

290- ?3S De rby Road . Booile L i v er poo i L20 BL N 
Trade Enqu I ries : OS 1 »S J3 55 1 1 asJt lor Trade Sales 



CM6 



AJI pnce* are mcH/sive d VAT ard delivery 



ALL PRICES INCLUDE VA7 




SPECTRUM USERS! 






CR*1 



MMttHg 



AWO 



eo 



s^^*t^ 



The ZX Spectrum ts 
the best Homecomputer 
for Sof twafe, both 
ediicationat and games. 
The main (law, is of 
courae, I he keyboard. 
This classic keytoard 
housing is designed to 
accomodate ihe ZXS1 
and Spectrum personal 




NEW 

SPECTRUM 

KEYBOARDS. 



the Saga 2 O^aader ht* «t 
extra 23*Bi[tra spacbtf ilngl* 
bui ton {unci ion t<£vs. Mkrodf 
Intcffmrel CCirnpalibte. 
dedicated cwfso* Keys 
ahif ivd A not ahttiad. 



IvA 



ONLY 

£59.95 



computef. A professiorul full size*Qwerty' keyboard has been designed 
travel keys and a full size space bar. Special furtctions are strategical! 
for rapid programming and ease of tjse. Designed today (or users of tombrrow 

Ccan play the (astesl games with the greatest of ease. Its easy to assemUe 
-you need 1 Screwdriver and 5 minutes -Simple! Available in a white y 
housing with grey and white key caps. 

(Full Size standard tiuafiiy heyboardi 



SAGA SYSTEMS LTD 

WOODHAM RD, WOKING, SURREY 

CALLERS WELCOME AT WOKING COMPUTER CENTRE. 
TRADE EMOUiniES (04 86 2 J 6«27 
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Moonbuggy 

Producer: An frog 
Memory required: 4flK 
Retail price: C5.95 
Language: machine code 
Author : M. FoK 



You aje the cwnmander of 
the fnoonbase defences . out 
on routine palrol duty m your 
ATMB (All Terrain hloon 
Buggy), this ama2dng vehicle 
ts cup^bAe o1 jumpmg over 
hotftsaitd craters m the ground 
and it is fitted with forward and 
upward firing laser missiles. 



rathor better. Keeping an eye 
on Ihe ground ahead, mtssiles 
Irom in front and above arKl try ■ 
ing (0 tire your own missfles 
can become quite Frantic 31 
times, The gam© is completed 
afler four sectors tiave been 
crossed and the base reached 
The graptiics are quite good 
wiih nice detail on the buggy, 
tike ih« bouncing wheels on 
Iheir suspension and tlie way 
they all fly ofl if youre hit or 
drop into a crater Reasonably 
addicliive and playablQ.' 
I SCfOltsng landscapes and 
I ditf&rent types oi atim that 
never appear in ffte same 
order each time all make for a 
I very playable game. The 




wlt0Q|ivl TlmsvlNwfiHtii'WS*^' 



The moon base outer 
defences have been pen©- 
traied by alien attack Forces 
and Iho) routine patrol is about 
Inbeconw a nigntmarel 

TYie aliens use low-fovel 
attacK from saucers which 
drop bombs Apart from prob- 
ably hitiing you, these also 
make more craters in your 
path. Surface attack comes 
Irom tanks which file msssiles, 
and land mines wHtch must be 
jumped. In addition. iFiere are 
giant txMJIders, too big to jump 
over, which must be Wasted 
away. As well as jumping, your 
moon buggy can accelefale 
and decelerate. Speed ts 
needed to get over some o1 the 
bigger or c^ble craters 

In Penetralor" styte, the 
ground and background land- 
scape scrolls from right to left 
to create the movement 
Accelerating the moon buggy 
causes it move farther towards 
(tie right of the screen The 
ground ftM cfiange colour as 
yoti process, 

CRmCISM 

This is a better version than 
the Vislorts one. in as much as 
it Folk)ws the arcade original 



accBlerafion and deceteratton 
tend to be shwish in 
response, althouah this do^s 
make you l^mk anead Jump-^ 
tng the buggy *s s(^net}mes a 
bit d^ayed if you have fust 
tired a misstte. and this can 
cause considefabfe panic. 
There are no exptos»brts tn the 
game, hit aliens just disappear 
into thin air. Moving mounlains 
in the background add a bit of 
realism, although I found they 
tended to obscure the low- 
ftymg aliens a tH After 10-15 
minutes pfBying my wrist gave 
up on the foystick due to the 
stresses of th^ fast action 
game - GOOD! 

Moonbuggy is quite a good 
game, but not as Qood as ver- 
sions I have seen for other 
computers (rvolat^ RabbHs 
Troopa Tjtuc* ). The colour and 
graphics are good and tt>e 
game challenging to ptay 
(don't use the keyboard!}. 1 



thought )1 was generally a 
quite game which lacked 
some detail to make it tietter. 
For instance, the buggy coukt 
have bounced a bit on iandinq. 
Bui I liked the way ihe wheels 
fly off when it crashes.' 

COMMENTS 

Control Neys: Cursor keys 
and 9 to fire 

Jeyfttfclc Kempslon. Sirvdair 
2. AGF. Protek 
Keyboard play: poor 
positions but responsive 
Use of colour: good 
Graphs s; good - fast, 
detaifod and srT>ooth 
Sound: above average 
Skill laveis: 1 but it gets more 
frantic as you go on 
Lhrra: 5 

General rating: good value 
and reasonably addictive, very 
pHayable. 

U se of com puter 65% 

Graphics 77% 

j Pkiy«l»ility 75% 

Getting started 72% 

Addictive quaNtles 75% 

V a I u e f or m oney 73% 

Overall 73% 



Grid Patrol 

Producer: MC LothJorien 
Memory required: 16K 
Retail price: £5.95 
Language: machine code 
Author: Simon Cobb 

The cassette inlay wrasies little 
space in setting up a scenano 
for this uitra-fast grid game 
beyond telling you ro avokj the 
devastating lire from the tanks. 
Quite right too. 
The game takes the baisic 



form of Transvefsion . but 
unlike that game instead ot sta- 
tic pods 10 destroy there are a 
fmf aliens on the grid which 
keep movirvg about Around all 
four edges of the grid there are 
tanks which can nyove up and 
down Of left and right to Fire 
inwards along ihe grid lines. 
This means that your man 
must constantly face Hre from 
four djtfereni directions, with 
the tanks constantly homing in 
to lire aJong the line he ^s on. 
He ts equipped with a laser that 
fires in eight directions, with 
which he must destroy the 
wandwing aliens on the gnd. 
Bumping onto or^ will resuH in 
loss ot life 

Each screen cleared moves 
you on 10 a more difficult one 
with rrwre aliens, and Iftey 
rrove aboui more wiidiy 

CRITICISM 

There have been a few 
attempts to take the crown 
away from Ocean' s Trarrsvof- 
sion. b«^ this is tt>e first one I 
liave ptayed which Itas adualy 
managed to add to that game, 
II must be one of ttie fastest 
grid games ever, and certainly 
aims to rank with Jeff Winter's, 
Yes. the idea s ever so simptfi^ 
but the addition o1 laser fire for 
your man is clever. Not only 
must you concentrate on trying 
to line up a shot on a movioo 
alien, but you have literally fialf 
a secorxj (on the slowest of 
three speeds} to do it before 
Iha tanks get you. It requires 
manic concentration and a bot- 
tle of headache pills. Qfeatf 

7 d(m't think this is as gooti 
as TransverskKi It has poor 
movemenf responses and it's 
hard to see the screen in c(^^ 
our. Things fust don't seem 
right, ft is very hard to move, 
avoid and shoot at your att$fC' 
kers, t also discovered that if 
you die ' when you reappear (in 
the middle} by an aiien, you 



A tolalhr t^lAAk g*n« fw rvmi areKl* rnalw. «nd on*of th* b*tt itofivilloM 
of Ttmawnlon. 
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die immediateiy before reaHs- 
ifig it' It means having ymir 
fmqef on a move key bBbore 
you reappe&r Until f reatised 
what was ttappening I wss 
djfflng fett, right and centre Not 
Sbucif on this version. 

The game that starts on 
leval 1 - impossible f Level 3 is 
wnptf impossibler! GrJtf Patrol 
is very fast - like in you need 
eigfit eyes fast, two for ihe joys- 
tek. t*o for itn& enerny, two for 
fawig up shots, and two lor 
keeping on the tanks Graphics 
an small, but quite colourful 
and easify $e0n The sound is 
teiiiy good, but you don't reallv 
need it because you're con- 
centrating on other thin9s I 
becartie so thrilled with this 
game that I broke a ^ystick 
{which is to be d>ocked out ot 
my CRASH expenses next 
month)! Very fast and quite 
addictiive.' 

COMMENTS 

Control keys: CQ/A up/down, 

OP leh.righi, SYM SHIFT lo 

fire {it does me niton 

user-definabfe keys on the 

inlay but there don't seem to 

beany) 

Joystick: AGF, Protek. 

Kempston 

Keyboard play: responsive 

Use of colour; average 

Graphics: small, fast, 

generally reasonatsle 

§QurHl:good 

Skill levele: 2 speeds 

Sitves: 5 

Screens: 8 

General rating; simple grid 

game for those wtio like a fast 

arcade game 

Use of computer 60% 

Graphics 55% 

Playabllity 59% 

Getting starled 56% 

Addictive qualities 61 % 

Va I ue f D r mo ney 60% 

Overall 59^ 



Devil's 
Island 



Producer: Gilsoft 
Memory raquired: 48 K 
Retail price: £5.95 
Language: machine code 
Author: Colin SmiUi 

I am in a grim prison celL A 
barred wirtdow is to the 
NORTH and a rusting but 
Sitrong cell dOOr is to the 



EAST.' Thus starts Devifs 
Island, a OuiH-wriWen texl 
adventure from Gilsofi s Gotd 
Collection- That s atjoui all the 
ptot explanation youll get 
despite tt>e reterences on the 
first intro screen that full 
instructions are on the cas- 
sette inlay. But where? That 
minor quibble apart, the adven- 
ture is a regular Qwtt one, with 
instant text response and 
straigtitfcfward, dear mnd 
interesting des^^ptione. 

Starting oft in a Cell on 
Devil s IsTarxJ makm your aim 
quite dear - escuto. nor those 
who know it not, Devil's Island 
i^s the infamous French prison 
island set m the tropics The 



w^ngs off tiefore eating his 
breaklasi. Great stuff.' 

A/i Exceedingly well- 
plotted Bdventi^re this, with 
well-f^anted rod herrings to 
keep you running Bround in 
Circles for ages - welt not 
realty, t>ecause you quickfy 
get shot tiy the trigger-happy 
guards Once I got the hang of 
it> though, I neatly disposed of 
my guards and escaped into 
the jungle in a super smooth 
Misston Imposstble way. But 
that was jvst the beginning, 
and I'm still on this rotten 
iungle island ' 

One of those games ttwt 
goes to prove you don't need 
pictures to liven up adven- 



theif own accord, can still be so 
engroMir>g I should think this 
woutd be a good adventure 
even for beginners as long as 
they can get past hurdles like 
\ waste chutes, iron bars and 
searchlights. Keep trying - 
there are ways and means . > / 

COMMENTS 

Responses: instant 
I General ratine: very good. 

lengthy, well -plotted 
adventure at a good pnce. 

Use of computer S0% 

Graphics — 

PtayabJIity 85% 




tieavily guarded prison was i 
surrounc^ by dense, killing 
jur>§(e, unfriendHy nattves -just 
the sort of place invented 
especially for adventure 
garT>es. 

CRfTlCfSM 

'Starting this game is a txt 
Hte waking in the morning and 
llrMJing that the nightmare isn't 
over - you realty are a 
wretched t^apttve But this 
prison reminds me more of 
Patrick McGoohan's The 
Prisoner' series. It all seems 
set up to let you escape a little 
bit I thought eaiir>g a lasty pie 
was a goM ttiing (m adventure 
terms - keeps your stamina up 
and so on) but little did I realise 
(hat it woukS make rrve too fat to 
squeeze through Ihe Colin 
Smith has a nasty sense Of 
humour and must be the sort of 
pefson who enjoys pulling fties' 



tures. The text is alive enough 
lo flash up pictures in your 
mind's eye anyway A classic 
escape game (I didn't make tt - 
not yet anyway) but I shall try 
many times more. Jt's nice to 
see that relatively simple 
games like this, without artifi- 
cial intelligence or etabiorate 
Inglish or interactive charac- 
ters who wander m and out of 



Getting started 
Addictive qualities 

I Value for money 

' Overali 



S7% 
79% 
77% 



L 





Announcing Mugsy, the first 
interactive computer comic strip for 
your 48K Spectrum. 

You are Mugsy, the Godfather to a 
gang of hoodlums and your aim is to 
be the toughest and most powerful 
gang leader in the city. 

Your tasks involve managing the 
gang, making lots of money, 
organizing the protection rackets, 
buying weapons and anrmunition 
but beware, your reign as the Big 
Boss is rather del icate. If you are too 
successful a contract will be put out 
by other gangs to get rid of youM 

You are the decision maker and one 
ywrong move could mean the end! 
Mugsy gives a totally new 
direction for thrill-seekers — 
comic animation, stunning 
graphics and a full arcade 
game. 




Remember — you are da boss! 



Melbourne House Publislier^ 

□ Ptea3< send me joiF tm c»liliip« 

$PECTRilM 

□ S|»ClrumMogjy48K . £6.95 

□ Spectrum The Hcbtii! m . . , ,£14.55 
O Spertrgm Peiwtrarof iU £6.95 

□ Terror Ojlctil4D4glK ££.95 

D mimim Drap 48K £8.55 

n Hlf.ft G m Ui.% 

□ AberSifl Forth «K ,£H,95 

□ Spectfum Cisuic Mv*ntur* 

4IK K 95 



C0MMaEl0RC64 

D Com modern 64 Tin HoMJt ...£14.9S 
[jC«mm«d«ree4Hun|iyl4antt ,£5,95 
Q Commodofc 61 Horsce Goes 

□ A0OS+ ...,..,„. ..Ea,95 

□ CeaHmdofe 64 Cluiic 

Mwnturt tt.9S 

□ CoinimdoiB 61 STsr Trooper £6 95 

BBC 

GBeCUo<ldBT?«Hoiibrt £14 95 

ORIC-1 

QOnc-l/WKTlheriobbit £H.95 



Mel Enu rite House 131 TrafaEjir Road 

Greenmch londoin SEIO. 

Melbourne Hotist, Ci\uKh Yard Trin j, 

Htftfordsliiioe. 



All Melbourne HcKi$« c»ssettt so^twane 

■naltunction Accn$ onjers can t« 
tcMiooed thnxigtv w our 24 tour 
ansafm{0J)ftSsm7. 

Ht wnim «> Tfc* fcwr m iliHlcil mitt 



iHiddsarTtyctoque'money order tor £ 


Pta»tM« my Aoess Cam Ho 


ExprydaiQ 




S<gnsiijr« 


Ham 






Address 






ftBteWe 



t *n$ Ba 



Total 
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Spectrum 



Prc3ducer:C,D,S. 
Microsystems 
Memory required: 48K 
Retail price: £5.95 
Language: BASIC 
Author: A. J. flushton 

Spectrum Satari isn 1 estadly a 
rtew game Its author. A-J. 
Rush ton. original ty marketed 
it under his own name when (t 
was released fast summer, bul 
now It has been repackaged by 
CDS and given a new lease of 
life and befler marketing, 
which IS good, because this 
Original and entertaimnQ 
games deserves it 




er>countefed on your satari is 
the islands wildlife. Almost 
every move made will result in 
your party stumbimg upon 
some aeature or olhef . Some 
of these are vitually university 
educated and ask mathemati- 
cal quizes of you. Some 
demand thai you tell them their 
name. Others ask memory 
questions, but some are dow- 
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The basic aim is to escape 
from a tropical island wtth as 
many of your expbririg party 
aHve as possible msides 
yourself, there are (wo others 
jn the party Ttw t^ntre of the 
Istarxl is a large swamp sur- 
roundad by six native villages. 
Your party starts oft m the 
north-wesl. and the only boat 
to use fotr your escape is m the 
south -east. Movemerrt is 
accomptished by entering jn 
the direction you wish to travel. 
Vou need plenty of food as 
each man eats one pack per 
move. To get more food tlie 
viltages may be visited where 
the villagers will offer to bar- 
gain for food (watch your 
money supply) and you can 
add to your team or replace 
lost mafribers by bartenng for 
one of the viHagers. Pitching a 
bid too low may upset ttiem 
and ttvey won't deal with you. 
This rs sad because, once vis- 
ited, a vilfage can't be returned 

I to again. 

I The major problem) to be 
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nnght mean and force you into 
an arcade sequerYce. Should 
you fail the test, one of your 
party IS killed off (hence the 
value ol buying more men from 
the villages as these represent 
yourlivesl) On ttw otfwr hand, 
a correctly answered test will 
give you 500 more Rubicons 
of money for bartering wrlh 
flunmng out of food will also kill 
off a member of your team. tt>e 
boat may only be bought at or>e 
village, which you must reach, 
and to succeed in escaping 
you must liave sufficient food 
with you 

CRmCISM 

I played Speciwm Safari 
some time back and remem- 
bered enjoying it. So it was 
nice to get to review it again. 
Time hasn't dimrT>ed rts appeal 
either, What's nice about this 
madcap game is thai it keeps 
you on your loes arxl its very 
playable by a family alor>g the 
lines of those TV family quiz 



games. To avoid being mang- 
led by a mad marmoset, for 
instance, you must add up 
three tilocks of them and give 
I he correct answer in a few 
seconds It's not easy, and a 
quick eye is needed. The little 
arcade sequences, like getting 
through ttie maze of cruel 
crocodiles, are mcely dor>e. 
although naturally tt>e graph k;s 
are quite ^impla. Original, 
enjoyable and quite addictive 
as well ' 

Thfs game ts totatty otigmat 
an0 combines some strategy 
elem&nts with quizBS and 
arcade pieces ! woutd c&li it & 
lighthearted /aths/ than 
deadly Benous game, but 
there's enough in it to keep you 
going tor some time, and it 

gets to be pretty maddeningf 
ome things first time round 
are literally killing. The lion wi^ 
wants you to repeat his rtame 
aher flashing it on the screen 
tor what looks tike a quarter of 
a secofid just makes you 
taugh. You do get better 
th^igh,' 

'A graphics adventure that 
ojmbirves 'soft arcade with 
adventure elements and ts 
very iniof active with the player. 
Its fun.' 

COMMENTS 

Control keys: vary from 

sequence to sequence but 

prompted on screen 

Uieof colour; good 

Graphics: varied, amusir>g 

althouqh a bit small. The 

hi-ras drawings work welt 

Sound: n^osily beeps 

Skllll«v«U:3 

LJvit: three to start, then 

depends on your bartering 

skills 

Gerfertl rating; unusual. 

entertaining and good value. 

Use of computer 6&% 

Graphics 50% 

Playabillty 68% 

Getting started 68% 

Add ioliy e qualities 69% 

Va I ue f o rmo fiiay 69% 

Overall i5% 



Circus 



Producer: Digital Fantasia 
Memory required: 48K 
Retail price: £9.95 
Language: machine e&do 
Author: Brian Howarth 

Circus is another in the DIgftal 
Fan tat la series of graph ica 
and text adventures l^ry Briafi 
Howartt). 

In this jolty sourKling story 
you are a motorist whose car Is 
strarxjed in the middle ol 
nowhere having run out of pet- 
rol. What else can you do but 
get your empty petrol can from 
I he boot and set off in search of 
the juice of life? Darkness is 
Settling at>out you when you 
stumble across an unexpected 




Roll up! Rail u^! 
tit* Cl««ut ii \n tewnl 



si^tu in a deserted valley - a 
Circus The music and laugh- 
ter emanating from it suggest a 
performance in full swir>g. 
Despite the strangeness of the 
situation, you are otivkiusty in 
luck - petrol cannot be far 
away. More foof you! 

As you open the gate in the 
outer fertce around the Circus 
all sounds abruptty cease - 
and all that's left is an eerily 
deserted tent in the middle ojf 
nowhere As it says in the intro, 
a ior>g, lorhg night i;s ahead of 
yow. Wiii you survive and get 
the petrol, will you get to the 
bottom of the Circus's secrets 
and escape ? 

CRITICISM 

"Another typical Digital Fan- 
tasia adventure with lots to da 
and pick up. And picking up 
things in the right order is 
essential if you are going to get 
anywt>ere at all. \ really thought 
my wits were bein^ tested to 
the extreme with this one The 
usefulness of some of the 
objects liriered about dki not 
Income clear until it was really 
too late to do anything about 
remedying the situation. 
Stumbling around for too long 
in ttw tent caused my trusty 
flashlighl to go on the blink * 
further stumblings caused me 
to die. ... But t If try again with 
the helpful advice sheet you 




kMidt th« a% Top. nqtfiing b « It ihould b*. 



may send for. Maybe I'll get 
further - all hough Brian How- 
aith is a devious helper.' 
Circus fs quite intriguing, but I 
fBit it l&ckmi a linte Gxcftsmmt 
and o)mraH ffie Circus tonthas 
very few focattof\s to exptors, 
mt&ss hidden places went 
unnoticed. Word recognition is 
a Me or)th& m&agr& side, and 
thagraptyics may look cute but 
don't add anything - which is 
pmbatDfy why they can be 
switched off. Aitogether, just a 
attie pricey for what you get. ' 

A fast, fun adventure this- 1 
managed to get into the tent, 
swam with friendly sealions. 
tried urvsuccessfuliy to wake a 
sleeping nger and after a bt of 
explonrvg made an expkisiva 
ftying escape from the other- 
wtSS dCMWd teni ar>d reached 
my car with the necessary 
petrol - only to find that 1 
ooutdn't drive off and leave the 
Sprits behirKl 1o languish, I 



must have rnissed a plot twist 
somewhere! Bui I couldn't get 
back into the tent and that was 
that. Great funf 

COMMENTS 

Use of colour; simple aixl 

effective 

Graphict: average, may be 

switched off to speed up 

adventure 

Sound: nothing to speak of 

GefwrftI ratir»g: an above 

average lively adventure with 

cunning pl!ot but a bit pricey 



Use of computer B0% 

Graphics 50% 

PlayabJIity 73% 

Getting started 65% 

Addictive qualities 62% 

Va I y e for money 65% 

Overall 61^ 



Orpheus 

Producer: C.RX, 
Memory required: £5.95 
Retail price: £5.9S 
L^nguBQe: machine code 

Author: Jay Derrett 

The irstructions on tt>ls ganrte 
contained on tt>e screen ara 
ipmnen in a specially designed 
character set. It seems odd 
that programmers can go to 
^ trouUe ol doing this and 
then say a missile flys' at you 
md tfiat It IS Jndestructatjfe . 
No one IS perfect, and typog- 
raphbal mistakes can occur 
and fail to be spotted, but ttwre 
should be no e^tcuse for such 
poor spelling in a game iniro 

As tor the intro, it describes 

Orphaus as being a task to 

deliver a secret document to 

headquarters by way of an 

i enemy occupied tunnel. The 



enemy will ser>d Tai fighters at 
you, whtch by si^iie odd Ireah 
of nature are alternately des- 
tmctible and mdestractabte 
There are J and- based objects 
like Ouarsar silos (remember 
those?)< fuel dumps and eica. 
(whatever they are), 

Tt>e screen v^ew is looking 
ctown the length of the tunnel 
which is represented by two 
converging lines and a ragged 
tunnelish Ime which ;^oom$ out 
in four frames to convey 
movement. The various land- 
based objects (etcs- must be 
the purple pyramids) grow big- 
gef as you tly over them. After 
a while the ftghters come out 
and then a real protagonist 
With beat seekir^ misaies. 

CRITICISM 

I can't ynderstar>d how on 
earth C.R.L. can keep going up 
and down lihe this! Orpheus is 
simply terrible f It's unpiayabte 



and silty. Describing it as being 
in 3D is like trying to descritie 
a slide show as Star Wars , Tfw 
graphics are pre-Spectrum. 
lerky. undetailed and the game 
is played on the rrxist bi^carre 
and difficutt layout I have ever 
come across. With both bomtrs 
and laser fire, it seems point- 
leas saying it can be played on 
cursor joysticks Or interfaces. 
My programmable interface 
lett me with a strange problem 
- dropping a bomb rvsuHed in 
the fighter plunging to the base 
of the cavern ar>d eKploding. 
AwIijI/ 



they are), 1 was disappointed 
with the game - there shioukl 
be (probat>ly is} a law against 
misleadir>g cassette cover 
blurbs!' 

COMMENTS 

Control key»: Get this - 
T=up. B- down, F- left. 
H= right, 5 bomb, U= fire 
laser. Despite cursor key 
ioystidk selection the cursors 
don't work as a key layout, 
Joystick: Kempston, ZX 2. 
AGF, Protek 




Un-b*ll*««bl« 30 
EtCiitavB cdnw hut ; 



'. in n in OrptwuB, H lh« Oiusar SJIo* pnd SO 



'What on earth are Qasar 
Sifos"? Reading tfr0 biurb on 
tfje inlay, it says, 'Unbeitev- 
abie 3D A/cade Action . . ,' 
Weti, t could just about see the 
3D effect - but where's the 
arcade action? Judging the 
fighter's position rafative to tt\e 
cavern walls, fkxir or CBitmg ts 
impossibte. Bombing causes 
probiems with AGF or Prtj/bik 
interfaces as ffi6 fighter has to 
t>B moved downwards to 
enable the bombs to be re- 
teased - great. }ust crash into 
ground insteflations and you 
might score some points. The 
graphics are very ferky and 
slow down by atmost half 
when the laser or bomixs are 
used. Also, as there Ps no 
time/fuei limit, you can leave 
your fighter hanging in space 
and go off for tea. A very unin- 
teresting and unpfayabie 
game. ' 

After readtng what ft has to 
say on tfie cover of this game, I 
thought Orpheus was going lo 
t>e a mega brill shoo! em up 
game (all in one breath too). I 
was wrortg! Tt>e graphics end 
the game are far below aver- 
age Shooting things seemed 
to be difficult Getting killed 
was equaJFy difficult unless I 
ran into the cave walls (wtiidl) 
IS easy enough as there is no 
graphic indicatron of where 



Kvytioard p4ay: vttualy 

impossible 

Use of colour: fair 

Graphics: extremely poor 

Sou rKi: fair 

Sklil levela: 

Lives: 3 

Gerwrral rating: bekm 

average, not reaJly worth the 

money 

U se of com puter 35% 

Graphics 30% 

Playabitity 44% 

Getting started 4€% 

Addictive q ua I Hies 32% 

Valuet or money 26% 

Overall 38% 
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Pandemonia 

Producer: CHL 
Memory required: 48K 
Rotallpr(Ce:£5.95 
Language: machine code 
Author; Paul Slrnmon® 

II is the year 2000 and the 
world has been overcome by a 
iMjnch of oulHst-town aliens 
who have sel up iheir HO on 
top ot the Cf)L skyscraper (btt 
of wishful thirtklr>9 here). Your 
task is \o climb ihe skyscraper 
(kkside - this isni a Kong 
game fj and destroy Ihetr heav* 
tty lonified base atop ti 

The CRL skyscraper is 
showfi with an arfow pointing 
Out wt>ere you are ai present 
As soon as the game proper 
starts you realise that what we 
have here is a Panic garrve 
wtwra holes must be dug for 
mofisiters to fall inia and where 
^wy car> be banged on the 
head and sent to Iheir death. 
Depending on the type of 
monster you must shove them 
through one, two or even three 

fkXJTS.- 

Whal makes this game dif- 
ferent from most Panic' types, 
IS that mosi ol the ladders have 
a doof at iheir top, and. while 
shut. These doors keep the 
rrtor^ers at bay or trapped 
bafwsen two levels of the S(x 
on each sc/een. Opening a 
door will reveal a monster 
ready to pounce down the lad- 
der on to yoy This mear\s a 
^raiagy for Killing them otf has 
lo be worked out before a door 
iawened. 

Subeequent screer^ a/e 
varfed. with ladder positions 
char>ging and the numtiers Of 
rrvonsters irKteasing. itteir 
speed as well. More of Ihem 
become white and then pur* 
pie.. Your man can dig fwles 
and fill them, he may also jump 
down one level through a hole 



CRITICISM 

This is definitely a ' Panic' 
game, but with so many fnlls 
added that it becofnes much 
more than a 'Panic game, 
requiring forward plannirtg to 
gel through a screen. I rKitice 
that there is just enough 
oxygen to get through a 
screen, which makes timirtg 
exceptionally important. 

Screen layout is very dear with 
large smooth moving ctiarac- 
iers. I like lt>« way CRL have 
set the action inside a skys- 
craper where you must clear ^ 
the ftoofs of aliens, as it does 
give you an incentive 10 get to 
the top The various elements 
of this game combine to make 
(1 one of ihe mo$t difficgli Pan- 
ics ever Colour and sound 
have been well used and ti is a 
hard, addictive game to play. 



One of tfje t»s( Panic' 
games for the Spectrum as far 
as tfie graphics go. Th&y are 
large and well arrrmated, fast 
movmg and tun. Howeves, ) 
found the game loo difficult to 
mik6 it very addictive, even 
nvfte/T a strategy for openfng a 
door has besn worked out. 

'Lookir^9 at all the fkx?fs of 
the CRi 5kyscr^>er is a bil 
daunling, espectaw wfien you 
Itien encounter ti»e ground 
floor with all its ladclers and 
doors. This is an extremely fast 

Panic' game which demands 
quick arvd accurate readior^ \t 
you re to survive very long. 

The keys have been well laid 
out and used, only four t>eing 
required as dig and fill are also 
tfie up and down keys This is 
just as well with the speed 
needed Good graphics and 
sound all added up to an addic- 
tive game as far as I was con- 
cerned and definitely one of 
the better "Panic' ganf>es 
around 



COMMENTS 

Control heya: z-v left. B-M 
rig hi second row tor up and 
third row for down, also fill and 
dig respectively. The cursors 
may also be used 
JoyitJck: Kempston, ZX 2, 
Protek. AGF 

Keyboard play: responsive 
and good key positions 
Use of colour: good 
Sound: good 

Skill levels: i but progressive 
difficuity 




^Wr 



I 



Lhre»:4 

Qerveral rating; a good, hard 
Panic with t Nils, addctJveK 
you can cope with the speed 
and good value. 

U»e of computer 83% 

Graphics 79% 

PlayabiUty 72% 

Getting started 70% 

Add i cti ve q ua I it I es 78% 

Value formoney 74% 

Overall 76% 



Th« mOun vWc* v»ortt*f* h^II* down tot Niwthwr typfeilly quM tfay'i worlt In Ih* CK. Hkmttptt. 
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Avaitable frqm most good software reiaUers, NOW! 
If your focal software retailer is out of stock, send 
cheque/P,0. fo Micromania, 14 Lower Hill Rd., 
Epsom, Surrey, KT19 SLT., and we will send your 
order by first class post free. 



48k 
SPECTRUM 



MICROM^IilA 



Formerly 
DORIC 
COMPUTER 
SERVICES 



DORCAS SOFTWARE presents 

THE ORACLE'S 
CAVE 



The Oracle's Caue is an escMintj adventure game coniaming a umque 
blend Pf HIGH RESOLUDON ANIMATED GRAPHICS and texl whicn has 
been designed espscially for the 

48K SPECTRUM 

Us many features include: 

* Continuously displayed high resolution graphics 
Ik Time limil of five days on every adventure 

* Corripletely new cave layout, monster position and event seciuence 
generated tor every game 

* Aili monaters. articles and locations depicied to a levei of detail that 
pushes SPECTRUM graphics to the limit 

Th« eio»esi yet lo • lru« unifnttM gfaphrc* «dv9niuf<i ixceli«nt i^atuef ar mon»y' P^ptAv 
CwHfHiHfiff WmHttr 

~SiJ p«Fb nigh frnKj-lutionwilhsmoo If] scrolling '^ithihc ni^ht»drtwjngin ^H«5 program should 
glvfl you plenty lo Ihink dboul' Micra Adrtnfur* D*c A3 

'Th«gj'aphici arAsmciolh, startling and siti.i[irig Trid-^ show trie way faMt^e e}»v«lapm«nlo4tha 
A'aprticia-dvcnlur^ in lheii«;<tt yeat' SirtelmltUitt At>ini»t $4 

Eictiquesi i-i se-ivciMDy you at the beginning □' itiie gBm« arid yoinwilJ h,eiij« riv« game dwytin 
whitM loccimpie{;ei<l. ThetiiTtaf*ci-Driie)tcephonali in aitveniur* gameo' SfneWrt/aaf D«cU 



Avaiiabh from W H SMI TH. sehci^d 
branches of BOOTS ani^ J MeNZfES and 
othar leading retaHars, 

Trade Enquiries welcome 
Telephone 0533 314345 




Also avsilabfa direct at £7.95 (Postage and 
packing free} from: 

DORCAS SOFTWARE , 3 THE OASIS, 
GLENFIELD, LEtCESTER LE3 80S 
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Kosmic Kanga will lake you 
through no less than 200 
Bcreens o1 arcade action 
Kanga has fallen out or the 
moon, where he happens to 
live, and is \rying 10 find his 
spaceship, which is located 
SOfTiehwere on earth, 

The action b^ms m the 
jungte, and Kanga must go 
bouncing around coflecting 
money There are 20 screens 
of sieaming, tropical activity, 
before Kanga firids himsell in 
the desefl- Twenty tunhef 
dusty, sandy and wtnd-dnven^ 
screens later he arfives al the 
FVraiTiid This is an upward 
scroJltr>g sheet which, success- 
fully negotiated, takes Kanga 
to the sea and another 20 

CRASH June T984 



screens of salty action natur- 
ally, whflst wallowing wetly 
among the waves, h© discov- 
ers the losi c<iy Of Atlantis and 
linally progresses to dry land 
again with 20 more screens on 
the beach After thai it s the 
oounirystde, Jhen to the city 
(with a challenge sequence m 
tieiween) arKl his spaceship. 
Once inside, all is not over 
Another upwards scrolling 
sheet takes Kanga up to the 
cockptt for his I light back home 

- but even there, he must find 
the mothership to comptete the 
game 

Kosmic Kanga runs on the 
4BK Spectrum and costs E5 95 

- but it's free to tt>e first 100 
oarrect entries drawn from the 
groaning CRASH competition 
bag So get to grips with this 



lough bunch of questions and 
get those answers (on a post- 
card please, or the outside of a 
sealed enveJope) to the 
KOSMIC KANGA COMPETI- 
TtON, CflASH MAGAZINE. 
PO BOX 10, LUDLOW. 
SHROPSHIRE SYS IDB. All 
entries mij SI t>e received by the 
last post, Friday, 29th June. 

The answers to many of these 
questions may be found by 
looking through earlier editions 
of CRASH. 

1, In the game Tuiankt\amun, 
what part do you play? 

?. What's $0 special about the 
badirig screen of Pengy? 

3. In Pengy. what is it that the 
fast bee on ttve screen 
does? 

4. In Tutankhamun , what do 
you need to get from one 
tomb to anottver? 



5. Ajgatn, in Tutankhamun 
your laser can leave you 
vulnerable under certain 
circumstances Why? 

6. Name two games by Mic- 
romania {other than Tutan* 
kamun or Pongy]. 

1, Give the answer to This: 
multiply I he number of 
screervs in Ko^mtc Kanga 
by it>e game's retail price 
and then divide this total by 
the RAM needed for the 
computer to run the prog- 
ram 

8. With the information giv^n 
you on this page, what's itw 
distance between earth 
and moon ? (we'll accept 
answers to the nearest miJ- 
limelre-hint.) 



CKANGA 
QBE WON!! 



r-s 




i»i: 



r Here's an exciting opportunity to win a 
brand new game from lively software 
house Micromania. Once again, the 
CRASH questions and answers 
department have put their heads together 
to come up with some totally mind-boggling 
teasers to test your advanced abilities to 
read CRASH property! 

LI 00 winners of this compertion will each 
receive a copy of IVticromania's massive 
new game KOSMiC KANGA, described 
^ below, 
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CONQUEST A tactical pme -eteran 

pL:,!.-! ^ ,mII find both challenging and rev...\ ^,; .^ 

Medfterranean Europe \s divided into grid squares. Your 

aim, as Emperor, is to gam iOO squares of territory as qutckl/ as 

pcmt^Q ~ at the sarrie time deafirig with Barbarian counter- 

attacks, pUgties^ ttvil war and rival Emperors. 

5 levels of skill, plus a continuous Conquest' game where 

all the difTicuft^ levete are thrown m toge^ier. 



3D BAT ATTACK An allactkxi. 3 dimenstonaJ 
maze game where you gather up blocks of gold, at the same 
time pitting your wtts against vicious vampire bats wtiose 
Ofity purpose in life is to locate, hunt and kill you. 

4 levets of skill. At each level the game gets faster and 
more complicated, and the vampires more dangerous. 




Are you ready for CheetahSoft? 

There's only one way to find out. 
But be warned: these vampire bats know 
a good meat when they see one. And our 
friend with the 
scythe has had years 
of experience ... (f 



So don't play unless you Ve ready 
to play the game for real. Because you'f 
find there's one sure thing about 
CheetahSoft: Soft we're not, 

^ £6,95 at at) 
? good stores. 



Soft w&e not 



Don^ be a keyboard h.iuicliback! 



Sit back with a compact, lightweiglit, hand held, 
fingertip operated joystick. 

A ffyfon encased— Sfeef shaf fed joystick with ball and socket joint. 

k Fast sprung return to centre, 

k 12 Months Guarantee. 

k 7 day Money back Guamnfee. 

Settle down in comfort for % 

that long batUe against the 

high scores. ^ 

iorge handles and rubber suckers are fine 

on o table fop. but are very uncomfortable 

and tmng held in the hand and they don't 

st(ck carpe is or sofas m 

k aetta 3Sontheo ther h and will move 

with the fttck of a finger ^ 

tts choice of three tire buttons wilt J 

lUit a vonety of grips in left or right / 

nanded operation The rototY / 

side switches cannot be 

damaged by excessive — < 

pressure on the $tick and the 

HtB buttons have been 

extensively tes ted and will 

pill be going after millions 

otmissiiQs have been 

fi/ed 

1/te the Spectrum it is 

British with o steek tow ' 

pnoft/e sfKte and 

rrvQtchmQ colour 

scfteme. 



fVlake the most of 
your joystick 

A programmable 

interface will work all 

your games 

programs 



It wilt fit any 
interface thai 
occepfs o 
sfondard 
Atari type 9 
woy'D" 
plug and 
will give 
diagonal 
as well as 
vertical 
and 

horizontal *■ 
moverrrent 



0iLlA3s HANDSE T£i0.00 
Pk^ Includes VATandP&P 



'^^e 



Mode tn England 



Vmtmm^ cMaBs^ 



Catiefs w^tcome at the tQCtory-Monaav to Friday 



firmvKirstype 

Eosity 

programn>ed 

at any ttrrm 

Switcr^ to A to 

program 

Switch to 8 to 

run 

FmB<with 

firmwam 

interlQC& super 

"sound txDosfer 

which turns a 

"pothetic peep 

intoiy'thuinphont" 

tone 

firm wore 

programmable 

tn terf ace oniyB2900 

Save i.2* DeltQ 3s Joystick 

and tirmwQrB interface 

£3700 

Software type 

load fhe tape and select 

the joystick program that you 

wan f or make up another 

pfogrom ond aaa it to the 

fiprory 

Software interf oce orslv %38 00 

Save £2' Delta 3s Joystick and 

soft wo re interface £36 00 

Both interfaces have tt^rough 

connections foroftieroctd'Ons 



Voltmace iimiled 

Park Drive 

Batdock 

Herts 

SG76ET 

Telephone (0462}89441Q 
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Disco Dan 

producer: Gem Sottwara 

Memory required: 4BiC 
Retail price: £4.95 
Language: machine code 

Orsco Dan m^ht be {Ascribed 
as a "O-Berf styte game with a 
fow diHerences. which makers 
plS|f^ It quite a change from 
others of a simitar ilk. For a 
starl off, it is a two-scre«n 
gams. The scenario makes 
yoLj wofiOer what the tiite has 
lo do with ihe game since it 
says you are Dan, sent into 
reactors in space which have 
gone unsiable. In ihe first 
screen you must dance your 
way along a 3D corridor, avoid- 
ing hazards to reach the reac- 
tor room, Once there the 
'OBert' bit lakes over. The 
reference to dsco onfy bears 
eMami nation in that the /ound- 
els which mu^ be jumped on 
kx>k like poots ol coloured 
disco lights, Still, who cares? 
Ttie game Is fun. 

In scr<e€n 1 the 3D corridor Is 
effected by rectangles Ot 
mauye moving outwarOs from 
the dark centre Disco Dan 
stands a1 the txittom of the 
screen and may move left or 
right to dodge the various 
hazards like potholes, which 
dram his energy, muiarrt pfic- 
man which swerve after him 
and kill, and dotted force lines, 
which also kill These last two 
hazards can be jumped. 
Energy Joss is shown as a fal- 
lir>g mtJlti-c^Qloured bar at the 
base of the display area, Sur- 
VI wing the corridor for a suffi- 
ciently king time results in 
reaching the core of the reactor 
arxj Ifie screen cuts to a new 
scene. 

Here there are five rows of 
staggered rourvj^ts (seen in 
perspective) with five roundels 
In each row. These represent 
the unstable rods of fuel. They | 
have e^ht states before they 
explode, design.ated by cok>ur 
and a ngmOer. Sate is green 
(0), and then vanously cyan, 
blue, mauve, yeJtow, white and 
red (6), When a red 6 starts 
flashing It IS about to explode 
and the flashing 6 vanishes 
when the rod has gone Disco 
Dan IS lower i5d jnto the reactor 
on a tractor beam and he must 
then jump abou\ troin disc to 
disc, changing their colours 
wHh each jump. The aim is to 
gel them all to green, in which 
state they remain stable. 
Unforiunatefy all the discs 
(unless iheyre green) are 
quite rapidly changing 
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AirMng by tatopon D: 

upwards. If Dan lards on an 
exptoded disc ii dralro energy. 
There are vagranl atoms [ump- 
ing atxiut as well, and these 
speed up the change of col- 
ours, as well as draining 
energy from Dan on contact, 
Later screens increase the 
number of atom^s and bair^ 
Ron the Rapacious Robot Into 
play as well - a real killer' 

What makes this screen dif- 
ferent from Q'Bert games is 
not Ofily the ditficijity of keep- 



# ft to q«l deim and imi^. , , 



ing a check or^ 25 discs 
through seven stages of colour 
deterioration, but also the tact 
that Dan can jump up, down 
(diagonally) but also left and 
right along a line This is done 
by rotating teft/nght and lump- 



%. 



>un/iv1ng the reactor core 
means Dan must run atong 
another corridor and on to a 
second reactor. The elements 
In the game speed up and the 
hazanttmuttiply. 



CRITICISM 



The first screen is relatively 
simple lo get through, although 
on the higher levels you are 
lumping about all over ttie 
place lo avoid the pacmen. But 
the second screen \s quile hard 
i and requires good co- 
ordination because the rota* 
i(on aspect of control is tncky. 
Its also Important to keep the 
red discs from exploding since 
you can qurte easily get trap- 
ped in a comer, surrounded by 
reds and unable to get ai any of 
the other discs I thought the 
graphics were rather good, the 
sound IS excellent, especially 
the tune, and the game is a 
tough, addictive one to play.' 

fha first screen seems 
p/efty easy at first, just jump- 
ing over obst^ctes as they 
come towards you. But as the 
game pmgwss9S ^ gete tiar- 
der arid there are rrjore pBC* 
mer\, which are the most dit- 
ticuft objects to av>oid as they 
swerve towards you. The sec- 
ond screen ts a very high- 
speed and updated 0-^rt' 
type game I tike the idea otthe 
atoms changing the colours of 
your reactor dt$cs, etnd the 
whole thing is against ffre 
clock. What confuses me 
whole issue, though, is the 
way you rotate to face the way 
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you want to jump -not that I'm 
I compfaimng about this point. 
Us *fiaf makes the gams dif- 
ferent Bnd tough. Your man is 
vBfy niceiy dmwn and moves 
I qmcf(fy an(f smoothly. Atoms 
j d^d droids are afso drawn 
exceptionaify wstl. You aw 
provided wttj a weapon to fim 
at them This doesni seem so 
important on earty screen, but 
whet} the discs till up with 
atoms and droids, it becomes 
msential to keep them at bay 
They arent Hilled off. m&r&fy 
^capacitated tor a moment. A 
good game, and at tts price, 
great value. ' 

Sound, tunes, use oi colour 
and graphics are very good 
throughout this highty ptayable 
gaitw. I like the way the disc$ 
afe numbered, as well as col- 
oured, (n the second pan ol ilw 
game. Because of its speeds 
his O-Bedish vanaijon is very 
panicky in playing, TTiere are 
some ver/ neai graphical 
touches like the waiy your man 
te teleporled on to a disc and 
off, arid ihis may happen any- 
whefe when he has corrpieted 
his task. This game has a ma/- 
veNous demo niode, one which 



actually wants to win and plays 
cleverly. Not only does this 
give yoLt a perfect insight into 
how to play, but it's also tun lo 
watch. Excelleni value' 

COMMENTS 

COrttrol keys: Bottom 

row Um. P jump, CiW rotate 

lett/nght 

Joystick: Kempslon, AGF, 

Protek 

Keyboard ptay: very 

responsive, although tncky to 

g9l the hang of 1h© rotation 
se of coloijr: good 
Graphics: good lo very good 
Skill levels^ progressive 
difficultly 
Ltve«;5 
Screen: 2 

General ratlr>g: Different. 
difficuK, good addictfvity and 
very good value 

Use of CO m puter 7S% 

Graphics @1% 

Playability 84% 

Getting started 90°^^ 

Addictive qualities 66% 

Va I u e tor m orvey 90% 
Overall i5% 
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Worm Attack 

Producer; Pulsonic 
Memorv required: 48 K 
Retaif price: E2.99 
Language: BASIC 
Authors: Makinson & 
Sulson 

This is a Bozy Boa c^m Snake' 
game, where you are Itw 
wake m a garden. The object 
is to wander round, eating the 
tml ir; the garden but avoiding 
Itie rocks. With each screen 
cleared you ^t longer Hitting 



a rock, the edge of the garden 
or reversing direction on your- 
self, or hitting your own tail 
means a k>ss of life, 

CRITICISM 

This is a very out-of-date 
game now. and most of the 
ejtisting versions are much t»t- 
ter done Ttie graphics are 
extremely simple, the Iruit 
beinq white cfosses, the rocks 
are (iark blobs and the snake is 
a senes ot blue circles wiiti 
dots in them and a drawn head. 
Including the green bacit- 
ground, this means only four 



colours have been used. The 
BASIC makes everyHiing quite 
slow." 

A snake, eating and getting 
fonger game. Wof an 
unreasonable version but the 
graphtcs are notexactty wtratf 
would call stunning. Cursor 
keys for control are poor too 
This is a not very inspiring ver- 
SKVT of a game that is practi- 
cally an antique now. ' 

The game idea (v«ry old 
now) is quite playable, and I 
have played versions whJCh, 
because of their graphics, 
have been very addictive. This 
one has no graphics to speak 
of, and so despite the low price 
is hardly worth it. unless it's to 
introduce a very young player 
to (he computer.' 

COMMENTS 

Control keys: cursors 
Joystick: Protek, AGF 
Key1>oard play; reasonably 
responsive 

Use of colour; very poor 
Graphtes: very poor 
Sound: poor, just a few beeps 
&klll levelm; you get longer 
with each completed screen 

LIW9S! 

Gsmral rating: despite the 

pnce, hardly wontt ar\yone's 

while. 

Useofcomputer 32% 

Graphics 38% 

Playability 35% 

Getting started 60% 

Addictive qualities 38% 

Value for money 48% 

Overall 42% 



Dreadnoughts 

Producer: MC Lothlorlan 
Memory required 48K 
fletail price 1:5.95 
Language: BASIC 

It is a winter's day tn late 1 9 1 4 ; 
the Great War' is lour monttw 
otd. and in the North Sea two 
battle fleets are sot on a cdti- 
sion course. The composition 
of the fleets is idefilK,al four 
battle cfutsers, four light c>Uii3- 
ers and 1 2 destroyers With six 
twurs of daylight .t'ntaifing. 
ttie two commai'J^r? -^igbt 
each other's snx*': . i f«n .»al1te 
is about to commt nr-. 

This Ihe latest ir* th. Loth- 
lofian Warmaster series of bat- 
tle strategy games, and tt>eir 
first sea -based one The game: 
IS played between two peopte, 
arvd like the ttme-tx>noured 



Battleships game pEayed on 
paper, each player shoidd 
have private and secret access 
to his information, which is 
done via a secret three- letter 
code mputed at the start. The 
game is played out in 24 
moves, a muve simulating 15 
minutes of real time, ana on 
four levds, representing the 
number of enemy Dread- 
noughts which musl be des* 
Iroyed lo win. Thiere are three 
phases to play First each 
player in turn goes through his 
Decision Phase and then there 
IS an Action Ejcecution phase. 

Accessed by the playef 
code, a menu of options ts pre- 
sented wtiich allows the player 
to Itsi the names and defence 
Strengths of each unit, wew the 
situatK^n (a graphic report of 
your posrttons), see tt>e Com- 
bat reports of each unit, 
chartge course and heading for 
each unit, allocate gunnery 
targets, set up torpedoes and 
secondary batteries, a key for 
all actiof^ completed (end of 
phase) and a repon on visibil- 
ity. Charging course and 
speed is done with cursor keys 
6 and 7. 

The comtiat reports enatrie 
you to see what damage has 
hapiKfied after (he acftort 
phase, and what your sh^ 
under tire are observir>g ol the 
enemy's position Gunnery 
results are affected by factors 
like range to target, whethef 
the gurtrvers am under fire 
themselves, and ttie number Of 
other units firing at you Loth- 
lorien claim the performance of 
the ships IS based on the origi- 
nal vesseis 

The screen display is largely 
text menues, Ixjt m viewing the 



.«^-iU 



situation or in action phase 
once the combatants are 
entangled, the units are rep- 
resented t}y characler blocks 
With the unit number in them, 
and a liny syn'^txilic represen- 
tation of the unit itseJt. The 
bkicks are cqknjred Green tof 
Ihe Bntish and Yelkiw lor the 
Gerrrvan fleet 8ehir>d each unit 
a short fcHiack line represents 
the wake ana so gives an 
indication ot heading and 
speed. 
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CRITICISM 

'This strategy simulation is 
really an extended computer 
version of Battliesh^ps except 
that there are a numSxir of ele- 
j monte to be taken into account , 
such as the performance ct the 
various untts. tlieir strengths 
and armament. This means 
VOu must use each type of ship 
to its best advantage The Bat- 
tleships elemeni is that of 
player secrecy, each seeing 
only hts own intormation. so 
you're never sure quite how 
the other player is handling his 
Forces This is. to my Ihinking, 
the weakest point about 
DfOBdnoughts , the tact that 
the two players involved in the 
game are out of action, so to 
apeak, for quite long penods of 
tjim during rnoves- Otherw>se, 
this Lothlonen game is one of 
the simpler ones in the playir^, 
and 50 qui^te enjoyable.' 

.t'm sure strategy fans will 
like Dreadnoughts as it is the 
most user-triBndly game of its 
kind i h3v0 seen from Lo^- 
iori&n. The option menues afe 
never bhcked, each option 
may be returned to as often as 
you like so that deostons may 
be amendmi before f^andmg 
ov&t piay (0 youf opponent. 
My only niggle is fhaf the 
graphics taks a while to gen- 
erate on the screen, so if you 
want to flick t>0twem chang- 
ing course or seiecting targets 
and the situation view, it does 
get a bit tedious ' 

The eight-page msinjctions 
that oome wrlh the cassette are 
very good and will help you get 
the nnost \tofw this war game. 
As always though the graphics 
leave a lot to be doi&ired and 
are simple character blocks 
There is no real movement or 
sense of adton Involved, 
which means the game is 
really only suited to those who 
en|oy this type ol game, one 
where thinking is more impor- 
tant than doing. It seems odd to 
me that you can daim the per- 
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formance of the units in the 
game are exactly based on the 
real thing when you Te talking 
about litlle computer blocks 
and massive ships.' 

COMMENTS 

Controt k«y«: on-screen 

prompts 

Keyboard play: fairly 

responsive 

Use of colour: average 

Graphics: poor in action, but 

well laid out text, etc 

Sound: very little 

Skill leveia^ A 

General rating: a good game 

lor strategy fans some very 

good points and some not so 

good, with slow action phases. 

Overall though good vaJue for 

those who dke the type 

U se of com p uter 72% 

Graphics 52% 

Payability 52% 

Getting started 79% 

Addictive qualities 56% 

Value tor money 66% 

Overall 65% 



Vegetable 
Crash 

Producer: Kuma 
Computers 
f^emory required: 4eK 
Retail pnce: £6,95 
Language; machine code 
Author: Hudson ftoft 

Vegetable Crash has a rather 
nowei scenario - vegetables at 
war. Actually it is a tegumiary 
Galaxifln game wilh various 
vegetables dive bombtng your 
laser base instead of the usual 
aliens Hudsonsoft is a 
Japanese company wi th wf^on^ 
Kuma have a licence to reatil 



their products here in the UK. 

The game follows taidy con- 
ventional Galaxian 1 hemes, 
with the vegetable gathering in 
serried ranks at the top of me 
screen. The veg ir>clude 
tomatoes, carrots, potatoes (or 
perhaps they're aut>ergines|. 
all of which fire es<pfosive 
seeds downwards at you. 
Some of them become so 
enraged that ttwy lurn over 
an<J 90 into a dive tx>mbing 
routine - Kamikaze Karrots are 
a truly lerrilying thingf 

Your laser base may move 
to the left or right and there is 
continuous fire although onl^y 
one missile is albwed on the 
scfeen at a time. In keeping 
wrth the culinary theme of the 
game, your missiles are actu- 
ally small torks, 

CRITICISM 

'You certainly won't get into 
a stew with this game! Veger- 
able Crash follows a rattier 
sedate path, hardly a lrer>jded 
shoot em up. nevertheless it 
has a charm of its own and is 
helped by the accuracy of the 
graphics - there's none of that 
WJt I hit itf with this game. The 
vegetables are really well 
done, with detail of faces 
dearly visrble. mouths opening 
and ck>sing. and the way they 
turn on to their tummies like 
fighter planes works very weM. I 
thought Ihe game was a little 
too easy to be a real shoot em 
up classic, but it ts enjoyable to 
play, 




The game's main drawback is 
t/iar it's just a shoot em up with 
a new type ot nasty It ts tairty 
easy to play and by the fourth 
sheet it gets a bit /epetitive. 
The swooping tomatoes, etc. 
do tend to make the game 
more varied, but it's still basi- 
cally a bit dated in design. 
Saying that, I would personalty 
buy It. because in aif t tike it- 
except for the price, which is a 
bit steep for what it is. ' 

Tbe game gets oft to a good 
start With keys posribned very 
well lor either left- or right- 
har>ded players (tt s not a two- 
pfayer game). The graphics 
ave very well drawn and realis- 
tic in comparison to the original 
vegetable. A neat effect is cre- 
ate with the continuously 
scrolling, mufti-coloured star 
background, and also by the 
way the attacking vegetables 
tum nose down to dive on you. 
The garne's speed isn't terribly 
fast, especial fy for a "Galajt* 
ian" format game. Vegatabfe 
Crash is quite play able but 
tends 10 k)se its addictive quai- 
ilies after haff an hour's pfay.' 
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The formations and game 
layout js extremeiy similar to 
Galaxians' I liked the fact 
that tfte veg is all two-ct^ourad 
- a rarity m Specfn/m games. 
The graphics are quite good 
but a little jerky -the use of two 
cofoufs makes up for this 
though, or possibly causes H. 
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I CQMMEMTS 

Control keys: AjD left/right 

and CAPS 10 hre (letl side of 

keytxjard), tx J.L and SPACE 

(right side of keyboard]! 

Joystick; doesn I reafly need 

one 

KeytKMrd play: responsive 

Um of colour: ve^ry good 

OmpMes: good, decent 

detail reasonably smootfi afKf 

medium fast 

Sound: typtcal Galaxjan' 

Bound 

Skill le¥elt:i 

Uve«:3 

Q«tera1 rating: an oddball 

vwiion of an old game. weM 

ifnplemefiled but perhaps a bit 

slow and repetitive for the 

experieficed shoot ©m up 

addict. 

Use of computer 73% 

Graphics 64% 

Playability 69% 

Getting started 64% 

Addictive qualities 60% 

Value tor money 49% 

Overaii 63% 



Ashes 



Producer: Pulsonic 
Memofy requrred: 48K 
Retail prkce: £.2.99 
Language: BASIC 
Author: C.J. Dunn 

The last of the Pulaonlc col lec- 
tion is a sports simulation 
based on England s noble 
aame ol cncket, One thing to 
be said lor theae eight games 
is that they have spread the 
subjed matter pfelty WKde lis 
as if some markeling person 
has carefully thought out a 
strategy for saturating the 



Spectrum market and yet It new 
mmost nothing aboiit it Over 
haH the job of a marketing 
company in com pule r games 
15 to erasure a reasonable level 
of quality control and Pulsonic 
(Warwick Leisure) have failed 
miserably tn this aspect . 

As/res, however, isn't too 
bad ai ati, so it comes as no 
surprise to see a copyright 
warning from C.S.S. (Cases 
Computer Si mutations j wt>en 
loading >s complete Neverthe- 
less, this must l>e one of their 
oaflier programs erther not 
marketed by themselves, or 
now forgotten and 

reawakened by Pulsonic. 

There aj^e 10 venues at 
which 10 play Test matdhtes, 
five in Erwiand and five m 
Australia Each pitch has its 
own characteristics and suits 
diderent t^Des o( play The 
teams are made up of sik 
Batsmen, on© all-rounder, a 
wickei -keeper ar>d lour bow- 
lers. Three types ol bowling 
are permitted: fast, seam,' 
swing and spin Teams may be 
named as you wish, althougti 
ttie computer holds names of 
teams already - farrious ones, 

The toss takes tt» form of 
ailernaling the nam^ ENG- 
LAND arKJ AUSTRALIA on 
screen and stopping at ran- 
dom. Winner of the toss may 
then elect to bat or bowl first 
Field placement is done by 
showing tt\e outline on black 
and the possitHe positions in 
purple. Tnere are more than 
you have in your team ol 
course, the idea beir^ to say 
yes or no to each in turn until all 
11 team memtiers are where 
you would ideally like them. 
The fietcJ then turns green and 
ready for play. For each over a 
tiQwIer must be selected (piay- 
ers a to 1 1 ) A ball 1$ specified 
by its line and ler>gtti (as shown 
in the inlay card) and entered 
SB a two-digit number. The 
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batsman has seven types ol 
stroke from defensive Itirougtii 
to oft-dnve. A stroke IS played 
by pressing the appropr^te 
key for the type of play desired 
while the tiall is tiowied The 
path of the ball from trawler to 
batsman 1$ shown so tfiat the 
batsman has a few seconds to 
deckle what stiot to play, and 
thien the path of tt>e bail after 
batting is also shown. 

A captain may declare if he 
wishes. Weather may inlerrupl 
play, ar>d rain 15 likely to alter 
the charattorisiics of the pilch. 



CRITICISM 

Ashes IS a reasonable simula- 
tion given the limitations of the 
computer The graphics are 
very small little sllckmen on a 
green background, and there 
is no animation ol any kind. 
T?ie bowler is Seen as an alter- 
nating L-shaped t^lock, which 
ck>^ gtve the suggestiion of 
nunning up I suppose. Bui 
everything happens fairly fast 
and ii maintained n^y interest 
for a while, in the main it suffers 
from the usual limitations of 
armchair spo^t. plus a little bit 
more since it does took rather 
an old-fashioned program 
now.' 

Not a bad cricket game, 
ming the names of real per- 
sons and places, ft took me a 
while to realise ffrat (fte batting 
keys had to be pressed. Not 
pressing a key after a ball has 
been bowled me&ns t^e 
stroke was nof taken. I wa$ 
waiting for a screen prompt- t 
bowled England out tr) ftvo 
overs, leading Knott not out! 
After I got ttte game sorted out 
I found it not too bad. Im sure 
th0t cricket fanatics will enjoy 
It. but Its debatable whether 
the average Spectrum owner 
will fit ttiere is such a thing as 
an average Spectrum owner)!' 

Sports Simulations tend to 
leave m^ a bit cold, and one on 
cricket is certain to f If there 
had been some real action it 
might have been more fun. As 
it is this game boils down to 
learning the reactions of 
tMDwter and batsman and then 



pressing (he ENTER key end- 
lessly 

COMMENTS 

Controt keys: mostly the 

numerics 

Keyboard play: reasonable 

U«e ol colour: simple, but 

reasonable 

Graphics: smalf, simple and 

unanimated 

Sound: poor 

General rating: rather an 

odd-ball Simulation, but lOr 

those wt>o enjoy cricket it may 

prove to be fun - 

Ue« of computer 50% 

Graphics 52% 

Playability 50% 

Getting started 45% 

Add Icti ve q ua I it left 40% 

Value lor money 58% 

Overall 49% 



Defusion/ 
Worms 

Producef : K-Ttf 
Memory required: 4SK 
Retail price: £6.95 
Language: machine code 

Defusion is ihe 'Gridtrap' game 
of moving over squares to 
defuse lime- bombs, collecting 
flags and avoiding the skul^ 
and ramptani boots As you 
move the squares stepped on 
are deleted, making it harder 
for you to move about, and 
making A impossible for the 
tJOOls to move around as we^l. 
Squares may be scrolled leH or 
nghi where ihey exist to make 
movement freely available 
again. Tbe screen wraps 
around left'right and up/down. 
The boots are quite intelligent, 
and will start homing in on you 
soon after the commencement 
ol each game Flags collected 
give bonus points, skulls and 
boots kill, the lime bombs have 
a time limit which starts ticking 
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away as soon as ti^y appdaf . 
Whsn Qfie has been defused 
by runninq over it, arkolher 
appears somewhere etse on 
the screen. An undelused 
bomb explodes colourfuDv ail 
ovef ihe sane«n. 

w&rms is a snake-in-rhe* 
garden game where you must 
avoid hittir^g your own fail, 
rocks, edges o1 the garden and 
reversing on your Irack What 
m akes this version rather more 
int^esting than mosl is that i1 




has 40vtn different screens on 
the same ibeme This worm, 
too. starts al a point and con- 
tinues growing until H litis the 
screen. In the mst screen there 
are no hazards but the worm 
sometimes grows 3 black 
segment over wh)ch you may 
cross its body, and then a 
btuettottle lands on a segmerit 
and I his may be ealen to gel to 
(he next screen. Screen two is 
moce traditional , eat the flow- 
ers and avofd the rocks, 
Screen three is a maze where 
you must get through, eating 
all the flowers on the way. 
Screen four is a tunnel - don't 
hit the sides: five has an elu- 
sive blue liower and rocks 
Screen six you must guide the 
worm downwards through an 
upward scroll [r>g passageway, 
and in the final screen it's the 
txJttomless pit. 

CRITICISM 

When you start, onty the 
worm s head is visiWe. turning 
through tour directions until 
you press a direction key. 
Worms has quite a livety selec- 



tion of games within the tfteme 
Oefusion is a simple lcHohir>9 
version of the Ghdtrap game. 
Neither garT>e has panicuiady 
good graphics, they are simple 
and not very detailed. The Keys 
are ser»ibty placed but me 
responses are ndt wonderful, 
especialty in Worms, which is 
written m BASIC. I think this 
tape (s better than any of the 
first K-Tel reteases, but tfiere's 
certainly nothing new tier«.' 

/ can only comment on 
scrBBfr one of Worms and this 
was pretty borirjg and out of 
date. It was also hard because 
of the terrible response to the 
contmf keys. Before f coutd 
become prvficient enoi/oh to 
get to another levei. Worms 
made me squirm! Defusion 
was slightly better, more 
tmagtnattor] has beerj used 
wjti the graphics, although 
(hey were nof very strong, t 
can't rsally S0^ K-Tei getttryg 
an/wftem in the software bt/s- 
iness unless they realise fftat 
TV ads and flashy covers do 
not make a good game. Good 
games seii themselves^ And 
Im surprised to see Home 
Computing WeekJy givrng it 
live stars and calling it profes- 
stonat programming. ' 

Defusion is a rather aggre^* 
sive Chucfcman' style game. It 
is quite a playable game 
although the choice of Screen 
colours could have heen much 
better, Keytx>ard response is 
not over- reactive but the keys 
have been placed qul^t© well. 
IVofms IS quite a simple garrte 
to piay and as not very fast at 
alL The reaction of tfie key 
responses doni match up to 
my own at all! A point that musi 
be made, is that on screen 6, 
where you are descending to 
tfie secret depths of the eartt*. 
altempttng to avoid tf>e walls 
and rocks on t\ne way is made 
very difficult because rod<s 
nearly aiiways b^ock tfie pas* 



common or f|ard«fl viiflat|f. 
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sage. Definitely a better 
doutDfe-sider thar^ tf>e eariier 
K -Tel reieases. but certainly 
no more than an average buy " 



COMMENTS 

Control keys: A/2 up/down, 

N/M lett'nght and J/K scroll 

lefl/right (Defusion) 

Joystick: Kerrtpston 

Keyboard play; not very 

responsfvt? 

Use of coloun poor 

Graphics: average 

Sound: average 

Skih levels: t 

Lives: 3 

Screens: 1 (Defuskm) 

7 (Worms) 

General rating: tioih games 

together represent a 

reasonable value for money, 

tHjt neither is original, or 

exceptionally implemented. 



Use Of computer 


55% 


Graphics 


41% 


PlayabiUty 


55% 


Getting started 


69^^ 


Addictive qualUies 


50^0 


Value for rnoney 


42% 


Overall 


52% 
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LOONY ZOO Arcade escape game £5.95 PH AJtAOH'S TOMB Adventure £4 95 KNIGIiTS QULST Adven 
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Armed with little more than a trusty spade, 

nimble fingers and wlfttng joystick^ our two 

arcade playing reviewers, CHRIS PASSEY 

and MATTHEW UFFINDELL. enter the dusty 

platforms in search of monsters . . . 

*Panic' games involve climbing ladders to 
various levels withtn the screen, digging hol- 
es in the floors and letting the monsters fall 
into them. When you Trap a mosnter in this 

manner, there is usually a short time in 

which to reach it, bang it on the head so that 

it falls through to its death, filling in the hole 

as it goes. Failure to kilt it in time will result 

in the beast escaping and becoming a super 

monster The more super a monster 

becomes, the more holes it must fall through 

in one go, which means digging holes in a 

vertical line. You have an ever-diminishing 

supply of oxygen, so speed is important. 

This selection contains some close copies 

and some slight variations on the theme. 
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Sheer Panic 

Visions 

This is a reasonable version of 
Panic'- It contains the featufes 
such as the Umtt&d oxygen 
supply and tha increasing 
strength of any monster that is 
not buried m time when in a 
hole. Ihe graphics are quite 
good with character movement 
being used bul vvorKsng quite 
we3l Colour content 15 about 
rtgh! but I thinly the sound is 
limited. The major drawback to 
this version is the key layout, 
the top row being used in a 
straiohi line (6 to 9). Digging 
and (iil^ng is done with the up/ 
down keys, which does reduce 
the number nee<Jed to ptay Ihe 
game. On the subiectol control 
I found it one of the worst 
games for moving off lackjers 
on to levels, all in all. a decent 
arvd firly addictive game, espe- 
cially when played with a 
Kempston , 
CP 



This version has lour welt 
drawn platfomris. connected 
with va!Yir>g iengthis of ladders. 
All movement is by blocks ~ 
although this doesn't spoil the 
playabfMy of the game. The 
monstsfs have a low intellig- 
ence level so you don't have lo 
wait around for a monster to fall 
into a quickly dug hole - good? 
Your man is nicely animated 
and moves quickly, Diftererfl 
coloured monsters, as usuat 
have to be Iknocked down on 
equ)valen1 number of pfat- 
forms belore they are killed 
Sound and colour are put to 
good use and rts wdl wottn 
considering. There is, how* 
ever, an oddity involved. The 
game is the same as Mk:* 
rogen'sP:arTic. 
MU 
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Panic 

Mikrogen 

All my comments on Stieter 
^antc by Visions apply to Mlk* 
rogsn'a Pantc, because 
unless I'm gn^ssly mistaken, 
ihis is \he self same program. 
Well, there are a few little dit- 
lerences and one big one. The 
b«g ditlerenoe js ttiat this ver* 
sion offers the player usef 
definable keys. The smaN ones 
are a few peripheral frills tike 
text characters, in all othef 
respects it is identical. How 
come? 
Cf 

Orte tf^ing becarne instantly 
apparem wt\en reviewing this 
versk3fi - it's an exact copy of 
Sheer psmc. Or is it the other 
way round? As far as I am 
aware this htiitrogen version 





hta$ been on the markei tor 
much longer. Keyboard tayoul 
ts different, arKl a. few other 
frills have beert tett out, but the 
sound, graphics a[KJ coniem 
are Ihe same. Who copied 
who? 
MU 



Monsters 
in Hell 

Softek 



Monsters in Hell is a slight vaf- 
iation with you having to des- 
troy demons and vampires 
usirtg the same digging techni- 
ques. A problem I found was 
that once dug. htoles (xiuld not 
be filled in, hence one can 
become trapped above the 
flames of hell. The 0)(ygen has 
been replaced by hoty power, 
and iht$ can be replenished by 
picking up a cross. Despite 
these chanoes it is still a 
Panic' It isn t a very good one 
either The graphics are rather 
sniall and jerky, and generally 
everythiing is second rate. I 
didn't find tl very playable or 
addiclTve. The controls are 
okay, having a dig'" key. 
CP 



s wandered off 
II le rnii.i. raeme to some 
degree. You play Ihe pari of a 
small, jef^'moving gt^ who is 
equipped witfi a p*pk for dig- 
ging holes. Six platiorrtis ^ivo 
the game q^jite -a height and 
these are corwiected by various • 
lengths of thin ladders., Mons- 
ters (varhpire types) are tilty. 
but they do home in on you 
very quickly - good Job you've 
got nine lives! There is no 
moosief bashing in this game 
(boring) the monsters being kil- 
led merely by tfieir falling 
thrcHjgh a Note (Or holes) in Ihe 
platform - ' although this 
doesn't always kiil them. , , 
The game is easy to play and 
gives the (mpression of being 
out of date (it is one o1 the ear- 
liest), with its small, jerky 
character graphics. There is 
aiso a lack of sound and not 
much use of cotour One thing 
is Ihe keys, which have good 
positions and good response. 
Overall, not recomme«iided. 
MU 



Digger Dan 

Ocean 

This is a rather good version, 
conatning large, colourlul 
graphics with reasonable 
moviernont. The control is also 
good^ although there is no pys- 
tick option. It IS easy to get on 
and off ttie ladders which is a 
help t think this is better than 
the Viatons /Mikrogen ver- 
sion. It features oicygen and 




LiMJOUl 

ij and 
oneoT ir-kebeslT 
CP 



This version has nOw been 
avail abte for quHe a whtte, yet it 
shows hardly any signs of e^e. 
"Rw garT>e takes, place on me 
very solid looking platforms 
'connected by several well- 
drawn ladders. It starts off as 
the simplest of (tie bunch but 
gets prograsslyely more dif- 
ficult by adi£ng one monstef 
for every two screens oom» 
pleted - unqique The mpns- 
ters are well drawn arid rrvove 
smoothly, although ihey are 
not at all intelligent Your man 
is nicely animated and moves 
with reasonab^ speed. The 
keytx>ard positions could have 
been better, but nothing too 
much to complain about. II is 
sftghdy lacking in the sound 
departrr>enl, but colour has 
been well used. Good. 
MU 



Super Digger 

Abacus 



This is the only game here that 
IS wntlen in 8ASIC The key 
layout is poor (cursors). Dig- 
ging Is achieved by using the 
down key and the up key is 
used for jjumping holes and 
monsters (as well as climbing 
ladders^. You die if you fad mto 
one of your own holes. Colour 
and graphics are limited due to 
the BASIC language used. 
Hence movement is jerky arid 
the c^iaracters are small. Five 
mazes' and Ihree speeds are 
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provided, but the game is very 
unplayable ard nat addictive at 
all. I liked \he jumping idea, 
wt^ich is innovative, and ovefiall 
I think Abacus may tiave be«n 
able 10 produce a botler game 
m machine oode, 
CP 




The Krst thing you notice atXKJt 
(his game Is \he offer of ftv© 
diHerenr mazes and itiree 
spe«<te, Although th«re is a 
choice of $pe<ed$, the game 
runs slowly even on the faste^l 
one. Screen layout is almost 
primitive by loday sslamJards, 
M:h unintefestir>g platforms 
and no frills Ladders, mons- 
ters and your man are not very 
detailed, and move by 
block Once a hole is dug, you 
can't fill it (n (like Monsters in 
HeU}. but you can jump over it 
(unlike Monsters in Heft). The 
screen is quite a bore because 
no!hir>g much happens^ Not a 
vefy good game at ail and cur- 
sor key layout makes things 
worse. 
MU 



Mummy 
Mummy 

MC Lothforien 

This is anothef of the Panic' 
variation games which 
involves you in trying to return 
to your disturb&d rest in a 
pyramtd. Ghouls and nasties 
try to stop you doing so- Con- 
trol is okay and includes ZX 
and cursor joystick options, 
The graphics are not bad, large 
but a bit on the jerky side. The 
oxygen supply is also included 



iin the game. A problem is that 
you can't jump dovwi your own 
holes artd live. Mummy 
Mummy is arr average sort of 
game - all right, but inferior to 
aofne of the more classic ones 
and not particularly addictive. 
CP 

I get the feeling that the search 
for originality in the Panic' 
framework has gone too far in 
Mummy Mummy and obs- 
cured with complicated giz- 
mos' what rright have been a 
vefy good version. The large 
graphics are fair in ttwir 
movement, t»ut the overall 
implementatiort is confusing 
and tt>e monsters often do 
some very odd things - like 
jamming up! It is also quite 
slow. Play ability is kjweced by 
the fact thai at certain times 
you can dig a hole and then all 
the monsters will line up to 
drop sedately into it, giving you 
time, after booking one 
through, to dig the ne^ci ready 
for another monster. I didn't 
like this one at alL 
MU 



Pandemonia 

CRL 

This game qives a wide choice 
of keys and joystick options. It 
Is a slight vafiation on the or>gi- 
nal Panic' with you having lo 
open doors and get up to the 
top of a skyscraper. The grap- 
hics are excellent, the best of 
the bunch in fact. But the game 
lacked playability, and It is cer- 
lairyly the hardest game Of the 
lot. Hardness is noi a bad 




thing, but I really found it dif- 
ficult to gel anywhere. A sort of 
strategy is required before 
'Opening' a door. The oxygen 
feature is also included, A 
reasonable game that would 
be far better eT it were just a litna 
easier. 
CP 

Pandemonia is quite unlike all 
other Panic" games due to all 
the features which have been 
added. For instance, the entire 
game takes place in the CRL 
skyscraper, object beincf to gel 
to the top and destroy the alien 
HO. Some of the ladders, 
whicjn conned five p^atfonn 
levels, have doors placed 
above them. Opening one 
reveats a hungry looking 
monster. Several differeni 
screens adds variety to the 
game. Yourcharactenstic man 
moves and digs very wejl arvd 
he is controll&d by a respon- 
sive, well laid out keyboard. 
The monsters are also drawn 
very nicely with three or more 
different types on screen at 
once ~ luck has it that they are 
not too intelligent. The faaders 
are targe and easy lo move up 
or down. Colour and sound has 
been put to good use. Overall 
the best "Panic' here where 
forward thinking is essential 
and tiiis game should take 
some time to master. 
MU 



Sam Spade 

Silversoft 

In my opinion, this was the best 
game. II was just' t)etter than 
Octran's. The key layout was 
all right with on© key for 6\% and 
fill, ma graphk» are very 
good, being large. srrKtoth ai\d 
reasonably cotoured. aJlhouoh 
there are a few atthbule prob< 
lems as monsters Climb the 
ladders, but this was nothing to 
complain aboul. The sound is 
not very g^ood probabty the 
best on this compsftson (allihe 



" 


iu^J&ii 


Ki.\Lk 


r 












PANIC GAMES 
COMPARISON TABLE 






CPMU 


CPMU 


CPMU 


CPMU 


CPMU 


V 


f ▼ 


( 


SAM SPADE Silversoft 


09 86 


80 B2 


86 64 


85 %2 


88 80 


85 


16 


5.95 


DIGGER DAN Ocean 


aO 79 


80 76 


72 74 


80 80 


75 75 


77 


16 


5.90 


PANDEMONIA CRL 


90 90 


70 85 


55 86 


50 89 


60 Be 


71 


46 


559 


PAHIC Mikrogen 


65 59 


BO 78 


70 70 


73 7S 


65 69 


70 


16 


5.95 


SHEER PANIC V^^s 


65 59 


50 62 


68 70 


70 75 


62 88 


64 


16 


5.59 


MUMMY MUMMY Lothforien 


67 55 


61 58 


41 30 


40 25 


50 43 


47 


46 


5.95 


MONSTERS IN HEU, Softeir 


40 42 


60 55 


37 3S 


32 26 


42 36 


41 


16 


5.95 


SUPER DIGGER Abacus 


30 34 


33 39 


25 30 


20 25 


22 26 


29 


16 


5.95 


SPECTRAL PANIC ^fewson 


20 


IS 


20 


15 


10 


16 


16 


595 



games are poor and limiied on 
the sound front). Sam SpAde 
is very playable and addictive 
with three types of monster 
and a fined amoun! of oxygen 
available, l like Ihis one most of 
all oul of the selection, 
CP 

Silversoft have produced a 
fairly standard Panic' that has 
five platforms and a 'set' lad* 
dery layout {no random posi- 
tioning). You take the place of 
a weil>detailed and drawn man 
wrfTO moves smoothly and 
quk^kly. The same applies lo 
the monsters, and the three dif- 
ferent lypes {each stronger 
and more intelligent than Ibe 
previous) keep you very active, 
especially when trying to dig 
holes for the slrongesi ones 
which need to fall through 
three platforms. Good, fast 
digging action arvf cijiourful 
noisy, unintelligent rnonsters 
with the added bonus of 
responsive and well laid out 
keys make this an enioyable 
game to piay. 



Spectral 



Panic 



Hewson Consuitants 

(We Onty hB ve on e revie wBf Of\ 
this as 0\ns Passey was 
unab/e to see ^e game at the 
time.) 

Five platforms, skinny ladders 
ar>d poody drawn rrxiving 
charaders make this game a 
bore to look at. Bui the key pos- 
itions make it a tangle to play. 
They are placed in a joystick- 
like cross with dig ar>d fill way 
over oti the other skje of the 
board - out of reach - just 
impossible. One screen gives 
the game poor p^ayability. 
Knocking a monster through 
one of the platforms only 
causes arioiher lo appear at 
the bottom of the screen. Use 
ol colour, sound and graphk^ 
is very poor ar>d i1 is a badly 
thought oul game. Some of 
Hewson 's recent gam^ f^ave 
been very sophisticated and 
playable, so ail I can say alxxjt 
this one is that if it helped them 
get going (if is quite old now) 
and up to where ihey are now, 
then that's the best thing aboul 
it. 
MU 
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CRASH REVIEWERS 



COMPETITION 



List month we brought you the winner and two ot five 
nmnefs-up in our n^viewers' Competitton. Now vte Have the 
ItfTialnm^ thre« runners-up with their winning entries. The 
order in wt%ich these entries appear is no rellection on their 
Individual rnerit- 

StevMi Wettwrili ai Kexboto, Barnsley. So^h Vorttatwa. wrote aboul 
umis&. IS and FP Compilara by Solldi. H-Codir by PSS and ttm OC^ 
EdUtM' /»»sfn tiler, 

E. Utintkiw. Wesi &ornwk^. West MidUinds. wtm& aboul Penelralor 
by McllXHjrm HouSd. Th* Hobbil ^nd Meltiourne DRAW ALSO BY 
mtboume House. 

Qary Bndlay oA Glasgow chos« Ocean's Kong, Imagind's Jumpinp 
Jack arid Melbourne t^ou^'s Ptrwirator 



STEVEN WETHERILL 

SOFTEK 'IS' and 'FP' compilers 



Pme are oompMws tor the i6K 
and ^m Spectrum - the IS benng 
an integer GompiJer, and the 'FP a 
luM ftodiin^ poiril compftof, As 
th*s* aro similar m many MBtys, 
0^ wnii both be covered in mis 
snerov^w. 

Each ol trte comptlers contalna 
1 6K and 46K versiofis on the aame 
tape and comes m a larae vtatoo 
case TTiey an» suppiioa wiSi a 
ShO«1 bWt infcifmatiue instiyction 
iaaiat, WhMirie packaging look^ 
vaPjf gafne-like. any more Ihan a 
Qinorv glarK:p wjII ^tiw Ihal they 
am in lad vofy 4?ompf ehensive af)d 
uselU utiHty progran^, 

To kMd the oompUor you stmp- 
iy iVfW LOAD " ". The protfram 
loads tn two pert», s BASIC toadof 
(hen the compiler itself When duty 
loaded you wiN be a^ked wtwther 
RAMTOP al <»0000 is OK. wtd 
given the opuon to change it^ if 
necessarv - your BASIC wl lie 
comptlad immedtaiety above 
RAMTOP, 

Ofvce RAMTOP is mu ¥0U are 
icM l^t you can NEW and BASIC 
loader. 

When the oompiier Is loaded, 
you can type m your BASIC prog- 
ram, or Ic^ It from tape or miorod- 
fH« In Iha usuat vmy, As you may 
Bxped. Itie 'FP" vwsion will harH^ 
more ol the BASiC than ihe IS , 
and your BASIC program wM have 
to be wffitian bearing in mind! the M 
d aNMrad commands. Both oom- 
plsra era oiia co<npnhenafvs. In 
the sMng nandihna, for InatMwe, 
^rfngs aie toltfy imbie and can 
be any lenglti Stnng filicing is 
afiowed as are LEN. STRS CODE 
CHR3 INKEYS SCREENS "■¥" 
(kw concalenation) Stnnmi can be 
compared as m BASIC iiis is tar 
more powertui than the airing 
handKrtg in iho MCODER com- 
piler. WSen compiling BASIC pfOQ- 



rams from magazines and so on 
then QbvioiMslff somo modificathjn 
IS usually needed, but both com- 
pjlerv hivxVe rnoel BAStC com- 
rnands and it is usuaNy qiiHte easy 
to make ttie required char^ges to 
programs 

When your BASIC is kiaded and 
ready lo be compWetJ you simpty 
Ime RAND USR 59300 (2^600 for 

Various rrkessages appear as 
the comptter passes twice thrtxigih 
your BASIC - those are: 

1. START AODRESS. This ts 
aiways^ one byto alxwe RAM 
TOP 

2. EMD ADDRESS. 

3. VARIABLES END. This mes- 
sage appears wtHrn yo^Jt prog- 
ram contains stnrw or arrays. 
TTwia are stored mtmedialeiy 
aftsr your oomoled BASIC. 

4. FlftSTPASS /SECOND PASS. 

5. ERROR NO EHRORS, 

Ati^^r <;iuJ com^^laiion 

the mt NO ERRORS 

appears u u>e comraief finds an 
enw then ihe EHflOR' menage 
witi appear, compilation will stop 
arid the oHerxjing hnu i$ cltspiayed 
With a question mark afttr (ha 
error II ihis occurs then pressing 
EDIT will bnn^ down Ihie erroneous 
line for correction 

ir compilation is succasstui vour 
pfooram can l^ njn u^Jno RAND 
bSR START ADDRESS fgiven hi 
1. above). 

Error reports use standard Sire- 
Mr errof codes 

Your BASIC program remains in 
nwrnofy after oompdaiion. This 
allows modrficstion& to be made it 
\U} machine oode does noi run as 
planried 

If all is. well your comf^ied prog- 
ram can he saved as CODE in the 
nqfmaJ way Note, however, that 
the comptier muat be saved aiong 



wilh the oompied code as ri coo- 
lams several runlime roLrlines 
needed for erttceni programs As 
wim the MCODER comoiier. piOQ- 
rams can t>e atadied in memory 
and used as subreotines , this \a 
dorwOy carefully setting and reset- 
ling RAMTOP 

Special Features 

HEM staletTienIs are uscfd in txJih 
SOFTEK COmpjIers to obtain 
facilittes net available irom BASIC 
Th^e include: 

m- vumon 

REM e - Ched(« to see If 
BREAK IS pressed 
HSm S^.)(.y, - PRINTS a 
(^Hrader (ASCII code a) onto 
the screen ai PLOT poi&Hion x, 

y 

'FP' Version 

REM 0.a,n,n . - Ttiis simu- 

tales the BASIC function ON a 

GOTOn.n . . 

REM E,n - If an enor occurs 

jMinp to Nne n. 

In Use 

Both computers proved very easy 
to use and the speed improve- 
ments IS immecbaiely notioeabje. 
There seemed to besome pfoUem 
when irying to use IRE AD and 
DATA slaiemenis within s prog- 
ram loop - the program in question 
worked undHf BASIC but gave an 
OUT Of DATA m^sage wt>en 
oompaed Also it a variabto was 
assigned wltiin a FOR-NEXT toop 
an OUT Of MEMORY error was 
sometimes encountered dunng 
compriation This seerrted to be 
inte>iTnit1enT and if if did occur , 
using CLEAR cured i|. Ttteee 
minor imtalions aside, both com- 
ptiers woriced OK. 



Ap{)licat!Ons 



Both compilers take up about SKof 
HAM. Ihe FP oorripUef is otekmsty 

copabla of more seeuroia reftib in 
soemifk: and techntcai appiica- 
Uons bul also, as it uses ume coo- 
au(T^ (accurate) fkiating p«nt 
notation, it te slower Ihan (he IS 
version. The "IS' comptter (S rriore 
suflable lor such thtnw as aarTvas. 
SOFTEK ctatm In Ihe^ adver- 
liSemenl. Supedsst games involv- 
ing hi res gra^nhics and move*nent 
are now posadUe even if you are 
only knowledgeable in BASIC 
Ttiis Is to some extent true, but the 
hi res movemeni (usjng REM S) 
ranges from not paflkaJarty last lo 
downrigtit sk}w, It is just not lasi 
enough for fast-movirig games, 
Both compters woukl be ideal for 
use alongside other machine oode 
subroutines with, for example, an 
intofupl driven spnte-movinfl 
routine This wouio olJvtousJy need 



some knowledge of machjne code, 
so It wouldn't be quite fair to say 
tttaf Compilers are ttie complato 
all amative 

Conclusions 

At €9 95 for ihie IS' compiler, armt 
El 9 95 for the FP' version these 
programs represent e^xceDerri 
value for money . If you are looking 
lor a Bom p if mne two are prob- 
atjly the best on ttie market al the 
moment. The 'tS' compiler is tar 
supenor to the MCODER fnsm 
PSS. with fhe added bonus of 
{stow] mini-sprlfe graphics Ptease 
rx>te the copyright notice on llie 
cxtmpflers, however ~ Hist the use 
0* SOFTEKS compner imffit be 
dearly Mitnowtodgod on packag- 
ing, advertisermnte and on the iri- 
tial screen title display if it is used 
tor creation of commefaal soift-* 
ware. 



MCODER 11 
by PSS 



This is an tntegef compiler tor the 
4&K Spet:lfum ofy The program is 
supplied m a standard cassette 
tape box (I.e. not orM ol those 
overgitMn vkteo cassette ones) 
witti anerght-fiage lokl-out instruc* 
lion leaflet, wfvcn is bhel but to the 
point. 

Loading the program is simplic- 
ity itself - just type LOAD ' ". There 
IS a BASIC toader wtvich tells you 
that the compiler is invoked biy the 
RAND U$R 6OO00 ccmrr^and, and 
that your BASIC is compiled to 
locations 40000 upwards This is 
\t\e detauli address^.. however, and 
may be changaid using CLEAR n 
where n is the address a: whk^ 



your BASIC is compiled. This f acili- 
lolM staddng of pnog ran w In 
mamofy, IM more of Bhls tgiter. 

MCODER must always be praa- 
ont in memoiv before any BAStC Is 
entered- This is because the 
kiader proqram does a N E W when 
you press any key after MCOOER 
is 1^ kwded BASIC programs 
csn then be typed m as usual, or 
toeded tmm tape Once yotf 
BASIC program is entered and 
checked you complife it simpty by 
typing RAND USR 60000. ft 
MCODER comes across an invalid 
Une H will renum to BASIC wrth a 
Rastiing question mark near the 
ottending command hi itiis shoukt 
happen. CAPS SHIFT and I 
(EDIT) wilt bnng down the offerid- 
ing Une for axredtDn 

^ome typical errors include; 
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REVIEWERS* COMPETITION 




t. Using Illegal varliable name*; 

2. GOTO variable' or GUSUB 
'variable', which are mi 
allowed; 

3. (Kegai statement typ« such 
a»LOAl> or SCREENS. 

Actually mosi BASIC pf{>gramB as 
pfinled in magazines a rxJ so on will 
not Compiie in their ongmal tonri. 

and wl have lo be modilied taking 
into accou4M the ttsi ol allowed 
commarKJs, As it says in the 
(nstructio'^s. You should b6 aw^rg 
that you will probablfy have lo make 
considerat}4e aKerations to your 
program tiefore it will successfully 
compile as il is likely thai Itifi' 
BASIC was rK)t written lo suit 
MCOOER Howevef most prog- 
rams can be made lo work, altwit m 
a modilned form Errors are 
repQfied usjng standard Sinclair 
erj-or codes as itsted in ihe Spec- 
trum manual, appendix B 

At the end ot a successful compi- 
lation three pieces ot intormatKin 
are shown 

1, A compilation OK' r«port; 
3. The length of the compiled 
code; 
3, The run addresa. 

ir all It wen, arxl youf compled 
BASIC m stofdd salely above ' 
RAMTOP, it can be run usir>9 
RANO USR address , where ^ 
addTes^i' rs given irj 3 above. ] 

As wa$ stated CrirlH?! , ii is poss- I 
itto to Slack several programs on 
top ol eac^i ol h«r This is achieved 
by movina RAMTOP around in 
ntemoiy Ttw procedure la to irii- 
tualEy set RAMTOP to a fairly htgh 
piaco in m^mofy and compile 
program A at the a<ldress. Then 
RAMTOP IS rruHed down In mem- 
ory 10 attow QiMXtgh room for prog* 
ram B to bo oompilod undiomMlh 
program A. This process is repo- 
ated tor programs C. Q. E. etc. 
Care mi^ be take^i rio4 to over- 
writa any exisHng prttgrarrs as no 
chock is made by MCOOER 
These programs can then tie tre- 
ated as subroutines and called as 
required 

As MCODER IS an integer com- 
piler. It will only operate on whole 
ny mtwrs. and these must be in the 
range -3276a lo + 32767 As il has 
no time cortsumtng Iloattng point 
calcutaUor^ to do th^e is a ci>n- 
siderble irtcreasa in execution 
speed in compilsd programs 
However, as stale<l before, il will 
not ccHmple ajl BASIC, artd con- 
ttmial FiMor«noe to the instnjctk>n 
leaflet is necessary lo chKk which 
oorranaiids are allowed 

Variable nairies may consist q4 
upper and lowor case lenors, and 
nyntters Muiiidimer^stonal anays 
ctnd string arrays ^rc n>ol filktwed- 
Sinrtgs have a default bngth <A 32 
cnaradors tMjl this may be aiMrad 
with a poke 

by u^inq specraJ REM slate^ 
ments the BREAK ke^f' can be i 

DisiiblgdekCAptal'serolt'arikd 

JNPUT ' thi$ ^/ves rrt« most i 

^ttlcietit cotiti (i.». faitestf: ' 
1, £n*l>t0(t - this gives less etfi- I 
dent code than 0;) but altows 
the program to b« brpfctfi 
Into lor debugging, etc; 
2- E nsb^ed jandwiihcurrentiine 
of enecution displayed al the 
top right hand corner - thia 
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runs at about normal BASIC 
speed, but Is very useful lor 
debugglr>g purposes. 
Option 1 IS chosen by default, but 
this can he changed as olten as 
you like irj programs by including a 
REM «ilatomen1 - REM # 0, REM 
# 1. or REM # 2 - corresponding 
to the optkpns above, 

I he compiled osde may bs 
saved irom BASIC (SAVE ra not 
compiledl using the ususU SAVE 
name' CODE n However, as 
MCODER contains (^rtain runtime 
routli^es, i1 must t)e saved along 
wrth ttie complied code. 



Applications 



Compiled BASIC is generally more 
eflicieni than snierpreted basic, 
wtijch means ihal rt rurs faster and 
IS more compact This is advan- 
tageous lor games wnUng as 
games writ run much lasler. As I his 
IS a mainly games onentated 
magazine some thought wll be 
given 10 I his 

In general, arcade games writ- 
ten in BASIC are slow and jertty - 
Stow because ol fnhereni qualities 
oi the interpreter, and lerky 
t>ecause of Ihe wtio^e character 
btock steps used for rtwvefflefll 
UsKftg a complin such as 
MCODEFI can more or less solve 



the problem of speed. However, 
the lerkiness is still there The 
restit 19 games, which instead of 
t>eing slow and jerky, are now fast 
and jerky The speed partly com- 
pertsotes lor this, bui the results 
are never panicutarly realistK: and 
in no way are itiey comparable lo 
most commercially available 
games. Some people wifl accept 
ihks tiui many, I feet, wilt be disap- 
pointed 

Conclusions 

MCODER II IS easy to u9e, and M 
you can overcome the omission of 
some commands it could tie quite 
uaelui, The speed improvemeni Is 
significant, but the program is rtot 
reaily intended for begin r»ers. 
Using a compiler iS suppos«KJ 10 
be an allernatjve to using machine 
code, but in reality some know- 
ledge of machine oode 13 needed 
to lulty understand ris operation. 

At £d.S5 I cannoi help leeiira 
that it is overpriced, as the SOF- 
TS X IS conwier a the same price, 
and thiis oJlefB tar superior (in 
th^xy) facilities However, there 
seemed 10 be some ammalies in 
the operation of the SOFTEK 
compiler, wttsfsoa the MCODER 
worked without fault, so this can 
only be in MCOOER s favour. 



Full Screen Editor/Assembler by OCP 



This is a machine code B&lioti 
Assember lof tfie 4«K and 16K 
Spectrum The cassette is Sup- 
plied m a cardboard presemation 
box and comes comptele with 
comprehensive mstrucliOA'tutonal 
manual Also on the tape is a 
demonstration file for practise jxtr- 
poses, and a character genereor 
proi^am. for destgning yoyf own 
UDQsl Thrs makes for quite good 
value at £99S The editi^ng func- 
iiorts can tie quite complex so ii is 
worth Siiudying Ihe instrucH:iort5 
twlpro attempting to wnle your 
own code. Ttie dwwor wtra tton tile 
is p0ovidad ao thaft you CV1 practice 
Ihe many editing FurK:tk>ns and 
commands. 

To load the assembler simply 
type LOAD " "The program kMKJs 
m Iwo pans - the first pan beihg a 
BASIC loader, ar>d when loading ia 
complete the editor is automoV* 
qeltv entered A special printing 
routine is omployed to give 4S coi- 
umrtt on-screen, This aids lexi 
reactebility as rrtost instructions 
can lue printed all on one tine 
irtstead of spread over Iwo Forty- 
two columns are also outjxit to the 
printer for li>sttngs 

The Editor 

The editor uses line numbers and 
lti«se appear at ihe far lefl-hand 
side of it\e screen disj^lay Movirig 
right, nest comes Itie labe^ field - 



labeb cv^ be up 10 six ci^stracters 
tofw. Newt comes the op-code iieid 
and aiNar iMa iti« operand tiekJ 
Commanto can be written atter the 
operand rMd. arxl these are lndl> 
cated as usual by a semi-coton, 

Tt» line numtjer can occur in 
any order and need nol even t» 
unfalLe, The editinq operalions are 
caitwd out on a teiet biitfef' whk:*i 
cortlains the source code The 
editw provides commands to 
change, Inseri and deleie indi- 
viduar Chflr^ters wilhin a Jirw, to 
move, copy and deielu single lines 
or tJiocks oi lines as a whole. 10 
hxate change and deteie specilied 
strings ot characters as well as 
commands lo output text lo Ihe ZX 
pnr^ter and 10 casSelte tape. 
Commands are also provided to 
Save, to Load, Verity or Append 
fitM Irom tape. An expression 
eviiluator is included. 

The Assembrer 

Tne assembler is really quite sepa- 
rate from the editor. After your 
source code is completed and 
checked, the assembler can be 
called, Us function 13 to conven 
your source code mnemonhcs and 
operands into the miachine cod© 
liorm underatood by the ZSO mpu, 
ami to output this code 10 tape, 
memory, screen arid, or pnnter 
Ttie assembler is invoked from 
normal edit mode 



The assembler makes two pas 
ses throogh ihie soun:!e code in the 
text tmfl^ The first pass checks 
the syntax ol the source code and 
creates a user symboi table. The 
second pass converts ifie source 
Cod« mnemonics mlo their object 
code equivalents Ttus is aU ds- 
played on screen during the seC' 
ondpass 

The assembly listing is dis^ 
played in tfiree secfkMis. The 
r^|hil-hand pert is a copy of the 
source code from it^ te^tt txiffer. 
The two columns on the loft con- 
tain l^io location al which lf>a obfed 
code will reside, loliowed by Ihe 
ot)^t code itself r, l3oth m tma- 
adedmal. 

Error messages are com- 
prehensive and a complete lisl ot 
efrofs and iheir causes, etc. is 
given in tl^ mariual Ai the end ol 
the assembly is given a count ol 
the errors. 

The assembler stores the cxide It 
produces in an obpict code btrtfer. 
This IS usually not the place in 
memory that the code was 
designed to run - txit when ihts is 
saved to tape the header is 
arranged lo contain the coned 
m lor nation Several assembler 
switches Bfa avwUbto^^^se are 
lor dlfQC^hg lheot))ec$oocfe, isting 
on/off. eto- 



lnuse 

Th6 package was very easy lo use 
after a couple of hours practioe. 
Or^ siigh^ annoytrfg Ihtng ts lt>e 
speed of the repeat on the 
keytKbard, This ^ much too fast 
and often results in a single key 
being read twice or more on the 
sarne d^jn^sion, Tfufl is a small 
fault nvfklCti ipoMt the program and 
incmseeweertir lt>9 keyhoard as 
you tiave to lab ai the keys Ttte 
expression evaluator is uselui tor 
aulomaticaily generating suc^ 
things as table lengths, slrirtg 
lengths , constants, address and 
other data, This lake a lot ol ttw 
ledium out of assemi]^ level prog- 
ramming and t& a useful program- 
ming aM. 



Applications 



To use an assembler you obvi- 
ously need some knowtadgo ol 
machine code, and you probahdy 
have your own ideas as regards 
applications. For any senous (or 
irtdoed, ri you're wribng games - 
non^enous) use ol machine coda 
the opposite ol the above ts also 
W\M - Itiat is to use machine code 
you need an assembler, and this 
one does its |ob very wet), Ttie 
program can be recommended to 
beginners to machine code as it is 
qurte easy to use The rrtore 
accomplisiwd programmer, hoMT' 
ever, will probaby require some- 
thing a Jittle more flexible OCP s 
Editor AssemOter is quite adequ- 
ate for general purposes machine 
code programming, otfenng pow- 
erful features at a reasonaE>le 
prie*. 



r 




Conclusions 

Whar'$ telt lo say? This assembler 
« mAe QDOd vaiua for Fnoney at 
E9.9i5 and usM«fly do^ as it 1$ tcrfd 
Thera 4s however one buo: instruc- 
iJonsofttiefC5rma!Tb. (IX. dKsnl 
BIT b. (lYid) are not decocted 
property - you hav« lo gel arourtd 
Ihs by usir>g DEF6 pseudo ops, 
Thn b a l>ug that I pefsonally 
uncOMnad whdn usirtg the prog- 
mm and n caused me hours ol 
trustratkK% 

After cortiaciirvg OCP I ract^iyed 
tn apology along witti a corrective 

paich whtch involvM loading lh» 
ptbgram and (tien entsftng a tow 
POKES, Also, by way of r«ajm- 
peme. OCP otfered a £2 discounl 
ptfarv/ of Iheir olhef prograEns The 
palch' cannot be wpjied to the 
18K vwtkim, and OCP olfor to 
replace itw lape rf needed a cof - 
reeled version shouM be avfuiebtie 
now. 




MUNSLOW 

Penetrator 

Melbourne 
House 



One ol the Urst games iseued for 
Die Speclrum. bv Sinda^r favour- 
lies Melbourne House, Peotftr^tor 
ha^ stood Ihe te^otthtne very well. 
Decile thio huge software baae 
that T\aw supports the Spectrum, 
P'OfiBtratof It still probably m the 
! lop ten or so ol most ^ynble and 
mosi adcMf^jve games 

Tba QAffla n a lairiy faHhtui 
'stsaf mxn the srcsxSe favourite. 
ScfmMe and. dei^e the obvious 
IMUtitorw of lh0 Spectrum, even 
LOkigthe lull 4eK, stands compari- 
lon very lavourably with versiorie 
on deocaied ^ttv^ machines. 
The o^eca of Itie ^arne IS 10 % your 
Dtf^ar through a semes of caverns, 
olsinitly dHflftded by quid^ rntS' 
sites arxj potloed with isdar bue« 
and 'paralroofiefs'. As the let slads 
on the SCTwm, (he landscape 
beoins 10 scroll inexorably from 
lighl to left - once your miBskin lias 
■tamed. H is impos^fble lo stop for 
man than, at most, a second, as 
more hazards, m the form of rms- 
atlas and drtftcult jagged terrain, 
imw before you. 

Tbe progam starts with the usua! 
attractive Melbourne House load- 

a screen and, onoe lottded, after 
w <Sspi8y of screen (IreworVs. a 
rrwmj offers a chotco Of three 
modes: play, train or create The 
Earner mode is a wekonw itWiOva- 
tton - tiecause ol the oomptexHy of 
the cavern sysiefn. It is very usolul 
to be able id acquaint orves«H wtlh 
Ihe layout whilst beinq able to 




aquandflf on infinite numbet ol 
Uvea. There are vanous tricks and 
iedv^h:|ue3 wtiMi need to be 
learned in order to rnake progress 
arw;) ths trainer is tdeai for this. 
There te a choice ot pradiskiig or 
any ol If^ tour contirtuous siaoes 
ol the game, and once a stag's has 
beon compielfHJ. you are aulomat- 
icalFy moved on to the next phase, 
and so on Throughout your prac- 
tice, a Boora is kapt, deipendirig on 
\he nurrtber of missiles, radar 
bases and paratroopors dea- 
Iroyfld, so yoti can cheek on how 
your akitis are improving before 
you dare to move to the game 
premier 

Tha actual game ts tor one or 
two ptayers am each orte of ttw 
playera five lives stana wHh a 
roufliT>g battle stations. The use of 
aourid. although faidy limited in 
rtBiura (}ei sounds and explo^ 
sions). IS good, paftkwty wtien 
MiifWied. The i^eyboard conirol 
toyom b one of the now standard 
types, with O.A lor up arid down. 
and P.'O tor ihrust'brake, which art? 
sensible for hndingin a hurry Your 
weaports systems compnse 
borrts (any k^ on the bottom row) 
and missil'Bs (P again, when pres- 
sod rapKJIy, whtch is quite an 
arvxiyance when using a prog- 
rarrmabte (Oysbck, sinoe the siidi 
has to be J«<ked rapMy lo djfferert- 
tiate between fkra and itvust). The 
use ol a loyatick does simpfrfy 
movomient Iren^ridously, since 
the garne requires a lair arnount of 
dexterity on the keytsoafd Unfor- 
tunataly it is a programmable stick 
wNcti is rteeded, since there is no 
opbon offered lor any of ih« sian- 
dBn> joysticks 

The graphws are f atrty unsofitiia- 
licated. compared wWt tha tmrt 
offered by Ultimate and QutdtaJlva 
and It woukJ bo intatwting lb see 
the quality ol i (964 veiraion, on 
this score 

Ofkce you have negotiated 6R 
four phases, your tasit is to destroy 
the neutron- bomb store, and then 
return the way you Carrie. Easily 
said. tXJi Jt will take you many many 
hours ol play on the trainer before 
you get anywtiero near proftderTl 
enough to everi reach the bomh 
store, ffluch leaa destroy it arui 
return to base. However, such is 
Ihe addictive quality of Penetrator 
that you will k«N^ trying, again aryi 
again, if only to better your lop 
score. There is a high score table 
provided, of co<tfse 



If you are finally tnumfihant. or if 
you find the cave system just too 
ditiicuii, the game boasts a unique 
cuslomistng option, wtiich en<tble^ 
you to simply edit the lamlscape 
and bas«es to your own hking - as 
easy Or as loL»gh as you can man- 
age . with as manv or as lew missHe 
bases as needed Once created, a 
landscape can be saved to tape, 
so kn effect Psoelralor consists of a 
senes of Scramble-type garifes of 
dHierirtg degrees of dittk:utty at the 
player'twram. 

One of the Spec^m dasaics 
and. hopefuHy, one of the first 
games to be upgraded for the OL' 



Hie Hobbit 

Melbourne 
House 

Ttio Hobbit rias ckx^ed up huge 
saJes on Ihe Specirutn and t<kas 
b&sn converted on to ttire>e ottier 
home micnu, as th« game has 
estabMshed itsetl m the ^flections 
of millions ol computer owners as 
the most popular <iOvontur$ game 
ever, Strange as tt may seem, 
ttiough. as adventure games go (t 
is nol nearly as good as it Could 
h^ve been Certain^, to experi- 
enced micro-adventurerers. it is 
lairiy easily mapped and Sdved. 
since It oniy others £iO or so loca- 
tions to be visited, which ta p(«dy 
Sflnatt beer by todays siandants fl^ 



Cheap FtAM With available merrv 
ory ol the ortlef of 40K in many 
micros. M te feasible to squeeze 
well over 2iO0 locations into a 
game, produce rkg ^ scenario which 
has possit>iliiies lo test the moat 
seasoned adventurer. 

The great attraction pt tfie Hol)- 
Atf lies not in its basic compleirity, 
but m the novel (and very sophisti- 
cated} approach its writers have 
etuc^en with regard loits operation, 
To begin with, its recognition ot 
mput Irom the player ia amaztng, 
compariKj to all currenHy avaiiabw 
adventures Scorning the ustMl 
hmitaiioiiis ol a two-word input, 
eof^stino of a verb- nou n pair such 
as TAKE SWORD or GO EAST, 
1t>e Habbit can accept l>er>giliiy and 
quite cornptex senterces ol up lo 
12@ Characters in length It is a 
great annovance to players to be 
given ih« resportse I can t c>o that' 
wtten a game lAcks the vocabulary 
to carry out a simpte instruction. 
The vocabulary of the Hobb*! ts 
high - three or lour tfamee Itiot of Ihe 
Bvera^. so the poaaM)iae» ol 
at:ttDn are ccrrespondtoigiy targe. H 
the program does nol racognue a 
word, il makes the fact clear, and 
ditterentiaies between irus and 
wtietfier the desired acdon Is poss* 
ii>le. It IS this quaUy of inpul 
anatyals which expWns Ihe attrac- 
tion of ttiegante tor nt^-iimers: the 
Holfbtt nas been trie first game 
played on a micro for many pur- 
cfiasers of the Spectrum, and very 
lew wW hava been IM down, aa iha 
game m to easy to gat inio. and 
enjoy. wTthout being too easy 

There are two other great attrac- 
tions ol inej4t:id0't Most obvious is 
tttat the game has populansed the 
U88 of graphic illustraiior«i. 
AHhough not the first to use pic- 
hvas of locations (the A|3f>la has 
had several such adventures fo* 
some lime) ii was the Brat on a truly 
popular miao, and has generated 
a nock ol imitators In tact, there 
tife less than 30 ol iha a^mplttttc 
drawtngis. but they do add a certain 
somettiHng to the game, without 
wasting too much memory, and 
point to Ihe future of Sinclair 
adventures, wtten a couple of 
hundred sMcli pictures can be ca^ 
led from ifia Mfcrbdrtve. Therr only 
disadvantage in the Hot^btt is that 
they cannoi be lyrnod oft and when 
Siowty drawn tor the fitti«ih time 
ttiey can begin to grate on the pati* 
ence 
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The Second nove! lealure is thd 
Appvsnl independence of actran 
(riMnitd animactiion by Melbourne) 
W the oOyet characiefB in tha 
game Ycxjr co-advenlufBra. Tho- 
nn and Gandall. as ^ef\ as The 
elves, frolla, sptdefs and dragon 
enoountsfad Ulsr. ati seem to 
tMl«liv« ind«p«rKlentlly ol y^ou and 
mch other, aftd «>, il no emry is 
made from ih« k«vbo«fcf, action 
will C^rtlinue GarHj^a^l wiir flii m ond 
oul, Ttxjfin will, a! random. deCKkr 
lo help or hinder your efforts lO 
»SW^ From dumgebr^, and Other 
MuntUinta wntl appear to live out 
thetr Hves as the game progresses. 
The obieci of (he oarrw is lo regain 
the tre«siffe of Smaog, ihe dragon' 
bui lo do so you wiN need to 
fiKpfOre pnd map the Iocs liOfiiS, OOl- 
tectir^ swards, keys and maQkC 
ringft, on the wey. EverythiriQ 
about ttw game exudes d«8S, lra«n 
Bw tkKwmtn loading screen to the 
thorough dooumentaiion provicJed 
Thts oompriaeft a 16-pago ex>c«Lii?i 
which describes tt*e game and out 
lines som<f od fhtf aHow^ vtxkibul 

a and a copv of the ongiA^ Tot- 
I book ihai [he gama to based 
ueon. Tha taner i^ tnvak^bl^ for 
hinte. partCUlariy ix»nceEning Ihe 
btHto' <daaring and thn i«ifwoaMar - 
pnHHems whK^h would ol h en i ris e 
ha vory difficult lo soh^e As an 
added extra, fioi usu^ provided 
lor In adveniura ^amas, H to vwy 
Msy 10 sefx) SGfaen output lo 0ie 
ZXprinlBr. (obtre-raadaDMaure, 
l7w HobM has set the siaiDdard 
for micro adventure games and 
aHfvHigh raltier NgNy ^wiead OOrr^ 
pored wjflh mosl, i^ axtrame ete^- 
anoe. if rwi fIs c-omptejeitY. makes it 
well worth Ihe outlay a great star- 
ref for ihc novice advenlijf er and. 
hc^Mly. noi iha La^t Totkein 
adventure on lh« Specirum. 



Melbourne 
Draw 

Melbourne 
House 



Melboumm Ofsw. as the riame 
inpdes, 4S a graphics ulility lor the 
Spectrum lis mam usa. apart Irom 
the easy production of Utaf 
Defirted Graphics direct from the 
kaybowd. must be considered ro 
be that of ttio production of Ichadtng 
$creen$ for game$. From snamin- 
ing itw loading sheens of aoma oJ 
Mettwume HOiiae'S inosrt poptMr 
cuine ijHottbH. Penetatof, Terror- 
uBCtil. it to easy to see itw ehec- 
ttve«i«:$$ of the Draw program in 
producing attractive screena 

The program itself is wntten m 
BASIC, with soma marhine code 
routines for grgater speed, panicu- 
larfy in ihe useful Paint commands 
which can fill a pr«»-drawn stiape 
with a given IftilK cotour. Bevng 
rather sihon, tf^e program loads 
very quicMy and lirsi onars a main 
menu, which irtdude^ the option to 
edt! (H an already drawn 
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SCREENS has been loaded >n 
Irom lapeji or draw a ptciure, or 
Save or Load any UDGs On 
saiecttTig the mode lor ediung, or>a 
i& pr&&eniiKl with a ctaar soreer). 
apan From a single piirel cursor. 
Below the screen is a two-«ne 
tnformaiton window,. wtiKli dto- 
pttiya several importoni p^amet- 
era of tha progFam'aoperaiton, On 
ttw rtdht<liand aide to the current 
INK. PAPER, BRIGHT and RASH 
semrtgs, which can be atrriila 
changed at win Iromi the kaytioard. 

McwBfneni of the cyrsor to by 
eight directiooaf keys and can be 
used 10 sei or reset pixels with ink 
colotir, or. indeed, to skip over pix- 
els to embtoi r^JMl movement over 
the sore«r>wlthdiif toawkig a trace 
To aid the laOer. the co-ordinates 
of lfi« movirtg cursor are displayed 
in Itie inlormation window, 

Once basic shapes have been 
drawn on the screen, the oofour 
attrbutes of the piclure m^ay be 
edited, by a simple switch ^nto tha 
Attnbuies rnode. As a consequ- 
ence ol the poor colour resolution 
o4 the Spectrum, m only alkiwing 
one INK colour per ctiaracter 
SCjUe^e, ttiecureor grows lo a fuH 
Sa pixelsquare, and this can tie 
yaad to 'wash' over cokjured 
ahapK ID ftn Siem m with a new 
colour 

During these drawing opera- 
lions, the inpirt of text on ttie 
screen is nol catered tor. but this is 
covered by a switch lo Iheteid 
mode This tiKxIe ts equally ver- 
satile, allowing characters to be 
produced in any o( iour direcUorv; 
leh to nghi, upaidt down, mi 
sideway (from top to txyttom and 
vice versa} , with a large arrow cur- 
sor or^ screen lo potnt lb tfw eurrent 
pnni location and the directkiri of 
travel 

To aid Ihe drawing of tine details, 
there to a fadMy lor screen mag- 
mficaliOn, by a ISClOr of eight or 1 6 
Ttie-se zoom mlo your wortt of art at 
the pncBl level lo help prtxtiice ttie 
adbaWasot ^h.iding iirxJ detail ir^t 
tompantoatiko ijitim«ii@ achieve m 
Iheir iowSng scrf^ns 

These are the maior facilities 
provided by tr>e program, but there 
are several other opBons which are 
very useful For eitarnpla, a 760 
position grid can be goneraled on 
the screen and any of thaaa 
ctiaracier pactions can be cociad 
simply into the U[>3 area, and, for 
rafarafKo, the enght bytes ol the 
UO0 dida a» dbpteyed m the 
fnfcrmation w^Kitw as the graphic 
IS slored The screen can be aoiol- 
led, pwel by pixel, ir^ any of eight 
dtrecttoctt and. hartdtfy. ttw infor- 
mation wirdow car> be nemoved, to 
enable dnswlng tjf Vw picture to be 
continued on to the ttonorfi two 
lines ot Ihe screen 

Accornpanyvig itw prograni are 
three of Ihe title eoreent worn Mel^ 
txHjrne House gantes, wtvch can 
tie loaded into the program and 
edited, re-ookiLired and n>agnified 
to show the fme detail tn fad, any 
narr>ed SCREENS can t>e loaded 
in (and later Saved again) and 
a^ered, and great hm can be had 
wtth this oplion. usmg oommerciat 
games sonware: 

A tGpege booldei is also sup- 



plied, an essential ad|unct to the 
program, because ol the stieef 
complexity of the keyt)oerd eon* 
trols used - 70 all told, excluding 
the usual text keys, a bewiidering 
number to rainerriber without con- 
Slant relerence ct (he har«t well* 
wntten manual 

Overall then, a w«l thought out 
package, tor the albeit rather 
limited area ot Spectrum on- 
9&6en art, providing a few hanrfy 
lOuUnas which afe not readiy 
available to the user wtio is draw- 
ing entirety Irom BASK: Unfortu- 
natety, it ooes seam rather highly 
priced lor what is not a very 
involved |Meoe of programming, 
and the marftel is stIM open for a 
superior piece ol software, pc^»- 
it>iy which can be used in ooiminc' 
tion wiih a light- pen to pravlda a 
package realty worth buying. 



GARY 
BRADLEY 

Kong (Ocean) 

H'HEELL'Pr screams the 
unlottunate damsei- in distress. But 
ever> in Ihe ctulchM of tha taNest. 
darkest stranger in the world ol 
VKJeogaming she needn't worry - 
as our hero. Marto ttie carpenter. 
braves ihe barrets, sc^es the gir- 
ders and pursues the great ape to 
the lirtal cpnllia In cme you 
haveni gueseed yet^ thn to the 
basic plot ot Ih9 daeafc arcade 
ptatforrn game, Ooftkey Kung 

Ocean s Korjg l<or the 48H Spec- 
trum to geneFwy cem ai darttd the 
best version of Ine theitte around 
for the cornpLrter This may well be 
true, but It onfy goes to stww the 
lack of a realty good Spectrum 
uTifilernentalion on ttie software 
sheives. 

The gamo does boast almost all 
the features ol the prIginB) and 
taitttlully lolloHW the four screens, 
bm this Is whorv any g^niartty 
andh. Kortg is both unlnventlive 
and bugniddan. It'sa pAy realty, as 
(tOw«days Ocean to producing 
some of the tiest games tor the 
Spectrum on ttte maritet, 

An^ay, back lo the main for- 
mat Ttie in' lay gives an excellent 
^count of the game and its corv 



Irols. Kong toacto raiably with a 
Ctaitlng screen of Ooeen's mrstil 
rtMw did tnay gel ttvose three dif- 
terwit shedes of blue? J When the 
program has loaded, a nice menu 
od control options *$ presented 
Kong accepts a Kempston or Pro- 
tek joystick, or uses Itie flfficient 
iayolit of keys characteristic lo 
Ocean- A, S, Jt.fslandM. While 
these are simple enough lo mas 
ler. pla/ing ttia game to r>ot. The 
action IS very longue-ln^^ieek and 
any diaienge to not due to liefKlish 
design but to bad gt e ptiie s arx) 
playabiltty 

Your animated Mar^ charges 
ungainly across the screen and 
performs ttte most unrealistic jump 
oos^bit - making the hurdlirw of 
parrels and ottief nasties difTidiltl to 
get used to. Moreover, the 
aftemies are so eager lo hospitai- 
ise ttie hopeless h«ro that a man is 
kJtil even whien eome fireball or 
other was obvious 'mflbons of 
miles away'; andati too frequently 
the program kNIs you off riKist inac- 
curately on ttie elevator screen 

t>iscr)Yenng the many bugs is 
oflen rnore lun than actually play- 
ing ttie gamel Whrle the action 
beoomaa rapelllive and downnghl 
boring, tha bugs never cease to 
amaze. For a start, tfie bonus fea- 
ture has gone reatly nghi ofl the 
raits; rx>t only do you score iess 
than hall wt^t the counter reads, 
but A you alkiw your bonus to 
depnacttie to ^ero. you are 
ewaided over 60.000 points lor firv 
isriing the screen!' 

Eiy^erts a«vj even rwices ai ttw 
arcade version will quK^ly kse 
irtterest with Kong tiecause it yon 
perform the same motions each 
time, al four screens are almost 
ider^tcaf each time - even Ihe 
paths of the tireballs 

Stfll it's not bad {well, almost not 
all >y and <i you lifca pitflorm games, 
the demo rnode, hafl of lame, the 
training rnode. and the Ndrfen 
conveyor belts, and you can fol- 
ate Piwio dining were there isnT 
a ladder, crashtrtg through holes 
that aren't {here and being ci^ushed 
by barrets thai didn't louch him - 
Itien Kong ts Ihe game for you' 

Kofig to not worth the consider- 
able price being charged (unless 
youVe tooking for a:n aTtemative to 
steepng pills) and Ocean shoukJ 
slay with their bettor class games 
fiUta Trari^vensfon and Mr Wtrnpy 
&nti giva us games players less ol 
ihts monlifly businetos 
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BY DKMARSHALL 

A SPECTACULAR FLIGHT SIMULATION OF THE 
WORLD'S MOST EXCITING JET FIGHTER WITH 
STUNNING 3D COCKPIT VIEW AND THE ^ 

MOST REALISTIC 3D AIR-TO-AIR 
COMBAT EVER SEEN ON THE . 
SPECTRUM! ^^:;^ 

ThB SUPREME SiMULATiON., ^-"^ - 
it teaves the rest at the ^^^ 
ninway 
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QTHCfl 
MUtZiMa FUTURCt 

* L«nij'<nQ (rid la%« 6H' 

riMfiriB on IFiv ijrpun^ 

• Fully Aarowuc 



£7.95 



inc. VAT & p. & p. 
Joystick Compatibie 
(Kempston, AGF, Sinctair 
interface 2. Protek etc.)* 



fc'jWj.i 






* Cth* wMd«. 
TurMMCtand 

MAdMU) log 

BHCont ground 
< hiilfii;ia) horusn. 

* ti% FlfCD. U< llMl 

* IQM maehana cod* 

mttrucilarw gnd e««* 




'"Detifi't&iy the best 
simulaiion for the 
Specif am... 
- Crash Micro 




DIGITAL 
INTTEGRATION 



Walchmor* Trade Centre , 

Walchmore Road, 

CsmbeffpySuffoy GUIS 3AJ 

., '.I . <.(.M ;».->. W»i 




foliowing gamat for the 

F(gNerPilol48K 

N»ght Gunner 4€K 

F(wiball4«K 

Taxi (Any SpecTrum) 

UATafxJp Sp >inclii$ftf9 wtnvn UK 
EOvwflWK mc 55p pw cass«4i»> 
Please &end to Digilal iniegrat 
Walchmore Trade Centre Wal 






FOOTBALL 
£7.95 
49K Sptclrum 

I'nUfi'i Antiyiu 
E«y to u»e Pqoli 

SpK^Ri 0uid*' you i« 
your pooct MiKiioft 



NIGHT GUNNER 
4SK Spaclrum 

on^y K.«i aurvivf - 
wilh trvMny (tghtan 
■Ittcturm from mK 
dtfvclKWVt, Qua* 
fuing. VJiplof** 3D 
SrDurd iMwk MKtet - 
mo irwai't am i|<« 



TAXI 
£5.50 
Any Spectrum 

Baccwni * Tiiii &-<»»» 

«] i«i yoiji )k>Mt WIZARD 5 OF ' ' 

Du!&»wfc»B>« COMPUTES GAMES 

^*?*Lf"T SOFTWARE 

Fun ter all inn limily 




SKMGlrufri 

ae7.95 

' ie6.95 
D £7 95 

nesso 



LitvtimaGuartinitt CttKum p«y«()i« lo Dtgdal imeorMon 

I enclose a cheque/P.O. Iw. Toiaj. 

Nam© 



AddrossL. 



Tf ade and 

Export 
enquiries 
welcome. 
iot\. Oept CM3 
chmore Road, 



Or ctebil my Access-^Bardaycard Accouni No 
I 



M I M U XLL lTTT IfEJi 

■Met cviit«4i<>* (taav> VMsa U?^ 



Tim Sam CvntWTkty 40VS> U4«9a 
Camberley, Surrey GUTS 3AJ 



Can you meet Laserwarp's 
infinite Challenge? 

Be a real game 
lord - Imagine the 
quest for the 
ultimate Ngh 
score 1 



A t last - a real chaHoTiigs for the 
arcade ace: Lasarwarp, the most 
exciting arcade-styte game around, 
in full, hlgli' res graphics. It's got 
everything - fight your way through 



ll ir=a (-1 iJl-lUl 'J-M-i •I=T'I~IllltlI-I=!KlI''IliIIlI*1 



droids, hyp«rspace chickens, 
interstellar pogos. and more, till 
you challenge the Master. Can you 
beat him? Can anybody beat him? 
Comes complete with Hall of Fame* 
coded verifiable high score ~ser>d 
yours In and see if yoy car^winthe 
£1 00 M ikro-Gen are offering every 
month (full details In Instructions) 



High scorers names wMI 
be published in a Halt of 
Fame in the computer 
press - and they wilt be 
invHed to join in e Battle 
of theChamplons. 
m-it Toi Un tin larlltr nnlMi ir 
Uiirwirp, Mikri'ttRwtllnpliCtit 
tfibtfaeneaicnlin-FREEl 



£100 

EACH a. EVERY MONTH 

for Laserwarp 

highest scor« I 
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«^ Genesis II 



the adventure game that understands plain English! 

The colony ship Genesis 1 1 has been hijacked by spae«pirat#s-aiid 
youVe the onty crewman left! Ontyyou can save the cargo - an entire 
forest, full of animals, destined to populate a new world. This exciting 
adventure game has a vocabulary of nearly 300 words, avoiding that 
frustrating search for the precise word command. ^^ c^tau SnetruM 

* Nearry 100 different locations ^^ 0^0^ tf^P 

* Over 60 objects * 100% machine code ^K «l 

* Over 500 possible actions 4v^Pl^P% 

Just part of Mikn>Gen's gr«a( range - Jock out for F^radrokiSi Mad Martha II, 
Cruise Attack. Land of Sa^an, Galakziona, Deffendar and many others. 
Awaitable from WH Smith, Coop, BootSv MenziesS other leading retailers, or 
direct from Mikro-Gen (Rease maKe cheqi^/PO payable to Mikr&Gen & add 
40p poets packing 
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44 Th9 Broadway, SrackneJI. Berks RG1 2 1 AG Tel; 0344 427317 



\ 




24 X 24 GRID FOR H.R. GRAPHIC DESIGN. 200 CH. STORE. VIEW^ AND EDIT 
UP TO 9 CH. — CHOICE OF 9 FORMATS - ROTATE -- MIRROR (HOR. OR 
VERT.) - MENU DRIVEN — KEYBOARD/JOYSTICK CONTROL — TOOLKIT 
INCLUDED TO USE UD.G IN YOUR OWN PROGRAMME 



TftAD£ BNQUtRIES: ANIROG SOFTWARE LTD 
MAiL ORDER 8 HIGH STREET HORLEY SURREY 
PAYMENT BY CHEQUE PO ACCESS/ ViSA 



29 WEST HILL DARTFORD KENT (0322| 92S13/8 

24 HOUR CREDH CARD SALES HORLEY (02934) 6083 



Micro Speech 
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ZX spectrum 



[jLJi JUST PLUG IM AND USE 

Micro Speech is easy to use - 
simply plug mto you' Spectrum 
and TV and enjov a new dimension; 
insunt voicing of all the keys ,...,, 
infinite vocabulary at your command 
....».,.. intonation 10 add charaCIer to 

speech exciting new range of 

sound and speech games .,...,*.„ 

*J irS AS EASY AS THIS! 

LETS*-* ■"ni9(rf|)EE) kmmuj" 
will say "MERflY CHRISTMAS" 

jU QUALITV SOUND 

Micro Spetch talks througJi youf 
TV's ioudspeaker. ensuring top 
quality sound. 

P WHAT CANT IT DO! 

Unlimited vocabulary mean^ that 
Micro Speech can uy »nytfimg .... 
It can even b« made to yodel > 
There i» nothing it cannot say! 



NEW SOUND GAMES USIMG MlCftO SPEECH INCLUDE: 
JJ Attic Attack : Lunar Jfitman iUltimate^ 
ijj Colour Clash : Shark Attack : 30 Montter Chate iRomik} 
jp Firo Birdi ; Lunar RoKue (Lyver^oftl 
IfJ Voice Chess (Artie f JLJ Min«i Out (Ouicksilvaf 
(jy Mystfifimji Adventures Pari 1 - 4 fDtgit^ F^ntxia} 
IP TliB Birds and the Bees (Bug Byte} 
[jM BtastermirKl (Mar tech Games) 



Adding a new dimension with 



«tir«ei from Cufrih 



ammmQianssQsssiai 



S«Ml m: micro speech offer, P.OBOX 1, GATESHEAD NE8 lAJ 
tx t«l«p»ion«: NEWCASTLE i0«32i I24«S3 

fNMM Mfnd ff>t ,,.JMICRO SPiECH uniti. 
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„ PwtCO*!.. .., .C M f 

I tnekw C4Mqi*tyP«*nl Ordw pvyiblt to " Wkro Sp— rii Qfttf" 

V d*b^t my B«rel*vurd/A<c««ti account Ho, HI ! T T T I I [ [ [ [ T ] 

I yfld»irti*rMj tK«i t SMH PMvf mv manwT bKK rtiihin 10 ■dtyi o' purehjw il I tm not ii»li9hlM( 
Pkm* Bilmir 21 dayi lew (Winwir 13 monrtw Hfn »n4j itbmtc $u«r«niH. 



ONLY 



£29.95 



EACH 



INCLUDING 
Q FREE SOUND GAME 

B COMPREHENSIVE MANUAL 
jj^ DEMO CASSETTE 



«9 ^ 
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^^fOM 



Put everything you need 
on the keyboard with a 
Custom Keypanel Kit. 



Everything you need 

IS on the keyboard with a 

CUSTOM KEYPANEL KIT. 

Assemble a K£ YPANEL for each of your pn>g;rains 

asid you will have an Instant and individual 

rrfc-rence to ail of your prtJgrjms, Thest die-cui 

|};;ijiei»are made rroni Pi.^VM tC and fit perfectly 

over your SPECTRUM kcyboan]. 

F.ach Kit comes in a clear plastic storage wallet And 

contains: 

10 Matt-black Keypancis plus sheets con uainlng over 

l40 sclfadhciiive Command labels pre-prinicd wtth 

words, symbols and arrow**, plus a sheet of 140 

blanks for your own de!>igos- 

SPECTRIM KEYPANEL labels arc printed In 

'Spectrum' bright red. 

A ML'^T for Fighter Pilot, Fli|bht SiniuUiioii and all 

fnutti-key games and applications. 

A gfeat help to small children with even the simplest 

game or Educational software. 

The FIRST add-on for your Spectrum. 

Frum W H SMITHS and other ^ood oimputef stores 
or direct frum *»OF1 EACH by return of post. 



Look at thenc Features! 

• Rur^ble stay-flat plastic NlJfF cardboard. 

• Ppc- primed labels for a profess it mal tlnish. 

• Matt-black panels look super on your SPI-CTRITM. 




JUSTPEELOFf 



PLACE ON KEYPANtL AMOPIAY! 



^H^ despatch to you fli^t cIhss post by return. 
I -< 

HrrkNhirv. K<.6 l(^E. 
Plca,>c send mi:: 

S|kcCiruni Kcypanrl kh-k at ti,^i*^Sp pAp ._ 

I (OV«r»ril!« >lkould add 24% fur additiunal <»urfac<r maiT) 

ORK Keypanel Kllsai Ji4,9S * 55p p«p rach 

(i)vcrKca,«i lihuutd add H'>i, for addftlonaJ surfact mall). 

I cntlo?* 2 tutal n-miitaiKc ofi chcqur^/pttsia] 

orders p^^-able tn SoftcKch Mmi(c4. 

MAMfc 
ADDRESS 



' 1 
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PRINT 



If you ever wanted a perma- 
nerit record of listings or 
screen printouts , you may 
have considered a low-cosi 
printer Up until recently your 
Choice would have been con- 
nned to the Simstair ZX 
prinlef Al 09 95 il certainly 
proves to be tt>e cheapest on 
the mar1^et, but unfoilunat&ly it 
has also received \hB longesi: 
list oi not too ktndly ancf often 
unpfiniable nicknames from its 
hafaased users Complaints 
on paper running askew, feed 
silppege, lack oT pdnt quality 
due to kiw-grade silver paper, 
etc. have not endeared it even 
to the most ardent Sinclair 
fans . 

Rescue has come from 
DEAN Electronics, who 
introduce<l the ALPHACOM 
32 printer for the ZX Spectrum 
(and the ZX81 ) in this country 
This unit has been developed 
in tf>e States as a sturdier 
alternative to the original Sin- 
clair printer, which is not bBir>g 
marketed there. Anybody wiih 
a dislike to the ZX printers 
SJlver paper may t>e pfeased to 
nole that the ALPHACOM 32 
us&s normal white Iharmai 
paper. The result is very read- 
able. The only problem 
encountered with the pnnt 
quality is that photocopyir^ is 
very difficult, as mosi photo- 
copiers are ir^sensitive lo the 
blue pnntout. 

GEHING STARTED 

Tbe unit comes m a rather 
laroe polystyrene boK and 
tncffudes the pnntec wittt its 
edge socket and cable, a hefty 
power supply, a roll of paper 
and an instruction sheet, With 
all power pfugs rerr^oved, the 
printers edge socket is con- 
nected to the Spectrum. The 
edge socket is a 23-way e<jge 
conrtector and will fit the ZXei 
and Spectrum edge conr>ec- 
tton An extensjon port Is pro- 
vided at ttie rear of ttiis socket. 
which IS suitable lor the ZX81 
add-ons, but nol Ifie Spectrum 
add-ons, since these use the 
2fl-way edge connector TTiis 
tmmm that the printer should 
be OOnneded at the end of the 
UfVi of add-ons and rm prob- 
l«fns wilt be efKxMjntered 
unless one of tf>e add-ons 
does not have an extension 
port 

Tfie printer receives its 
power from itts own power 
source, wtitch generates £4V 
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AC, A line jack-plug connec- 
tion is provided between the 
two units for powering up the 
printef Once connected, pres- 
sing the OM ADVANCE button 
witl start up the printer ready for 
loading paper or printing The 
ONty AD VANCE and OFF 
switches on the primer do not 
physicalJy conned or discon- 
nect the pnnter from thesuppty 
line and it is ttterefore neoee- 
sary lo disconnect the printer 
from the power supply with the 
jack-plug connectors for longer 
Shut down periods. 



LOADiHG PAPER 

The prinlef uses standard 
thermographic printing paper 
ot 4,25 K 1.9 diameter. The 
dear acrylic receptade covef 
hinges open and the paper roll 
pilaced into the paper tray is fed 
with about six inc*ws protrud- 
ing from underriealh the roll 
below the rubber platen while 
pressing the OM ADVANCE 
button. The paper should feed 
automatically U is best to fiave 
a dean-cut leading edge, so 
that the rubber platen can gel a 
good grip Pulling the leading 
edge towards the front, the 
cover may be dosed. If ON/ 
ADVANCE feeds the paper 
correctty, the printer is ready 
for action. Tlie printing action 
may be checked with the in- 
built sell -test n^ode, which 
prims a line of eights and a line 
of ones, 

SILENT RUNNING 

Tfie printer operates with ve<y 
little noise Pnnting speed is 
similar to the ZX pnnter, poss- 
ib^ a fraction faster and defi- 
nitely more regular, as the as- 
ttimatic ZX printer usually runs 
out of breath when negotiating 
long listing s The pn nt quality i s 
better than with tt>e ZX printer 
The horizontal dot positionifYg 
iS Far more accurate, as each 
thermal head oniy has to scan 
eight horizontal dots. The zx 
pnnter on the other hand has a 
set of conductive alyli rurming 
along the entire wrath of the 
paper and their position is mon- 
itored by a signal generated 
from the stylus hittsng the lead- 
ing edge ot the paper and from 
an optical encoder disc, so 
positioning errors may occur 
and accumulate over the 256 
dot stretch of tf>e pnnt run. TTie 




paper feed wor^ well: no 
paper running askew or stip- 
ping to create foreshortened 
characters The ON/ 

ADVANCE and OFF facility 
proves useful with soflware, 
which indu<ies unconditional 
prim cofflmarKfs, as the print 
action can be switched manu- 
ally on w off witlxjut goir>g to 
the trouble of dis<x>nneding 
the printer frorri ttie Spectrum 

APPUCATIONS 

When buying a printer H is 
necessary to consider pre^ 
dse^ what ii is required to do, 
H you require word processing 
on the Spectnjm^ then obvi- 
ously the ALPHACOM 32 is 
totally the Spectrum, then 
obviousty the ALPHACQM 32 
is tolaBy unsuited for this appli- 
cation. Nothing (ess than an SO 
charader width daisy wheel 
printer and a proper 
typewriter-style Keyboard 

should be considered and this 
means running up {»sts of 
over five time^ the vfllge of the 
ALPHACOM 32. If. on the 
other hand, you require a 
machine capable of creating 
program listings, or makir*g 
screen copies ot title pidures 

- n jtn t n I m f **■ f s 

ent vot€S ";flT I 

■>''otes "; 

egin 'lew vote (,i« 

35 eRIGNT 0: Lf 

8 n + ie ' 'Jote"jTf 



or technical'financial graphs, 
then the ALPHACOM ttts the 
b( H The list! ng s are very leg i ble 
and are a godsend for debug- 
ging long programs without TV 
eye strain The screen copies 
are an added bonus, but it is a 
shame that the paper feed is 
just that little bit too fast arxf 
creates unnecessary white 
gaps between the screen pioi 
tines and elongates tt>e vertical 
dimension of the screen pic- 
ture 

Mar^ Spectrums find tt>eir 
way into cl^/iek>pmenl or test 
laboratories as cheap scie ntif ic 
calculators and a hard copy i$ 
always required. With very little 
extra hardware (PiO and AT) 
extension cards) the Spectrum 
can operate as an intelligent 
measuring device or datafog- 
ger and can even replace an 
expensive chart recorder. 




CONCLUSfON 

The ALPHACOM 32 is an 
ideal and dependabie pnnter 
tof program listings, scrsen 
oopies and any other applica- 
tkins ool requiring large paper 
tonnat F<>r those people who 
do not want to be tiothered with 
the unorthodoK silver paper 
and the dodgy feed of ih© ZX 
printer, it is well worth the extra 
cost or the ALPHACOM 32. 
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Franco Frey 
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The Quill 

48K Spectrum 



£14.95 



Th« Quill is » major n«w utiiity written in machine code which allows even 
the novke programmer to produca high-9peed machine code adventures 
of superior quaHty to many avaitabie at tha moment without any 
knowladga of machine code whatsoever. 

Using a menu selection ayvtem you may create welt over 200 locations, 
describe them and connect routes batwaen tham. You may than fill them 
with objects and problems of your choice. Having tested your adventure 
you may alter and eNperiment with any section with the greatest of ease 
A pa It f o rm ed ad ve n t u r e m ay be sa ved to ta pe for late r completion . When 
you have done fto The Quill will allow you to produce a copy of your 
advantura which will run Independently of the main Quill editor, so that 
you may give copies away to your friends The Quill is provided with a 
detailed tutorial manual which covers every aspect of its use in writing 
adventures. 





w 




From The Golden Nib Of 

The Quill 
Comes a Gourmet Feast 



Hungry Adventurers 
Volume 1 
M*sicc««i* of the 

g SS-, r r^'" '" """*" •"'G OLD COLLECTION zSi.^.'zr.t-; "" "'"' F 




vpian* 

Cmh vou turvtv* and eomplirta your 
mt««lon high In tha sky dwSf «nwny 
larrftorv? 



MlfMf^ifder 
Only y«u ■ton* un uva th« worfd 
from th« turrlbla p«w*r of ttw 
Mindbefk^. 



B*n«k Th* Owa 

Hfltp Barstli f«covar thm ttattun* of 
his tnnstori from tlM uAdwworid of 
fnythotogy. 




Dlamonct Trsll 
Wli«r»lnthto dty of dHth bikI intrtgui 
It thfl ttoUn Sincliv* Ditmond? 



GILSOFT 

30 Hawthorn Ftoad 

Barry 

Soth Glamorgan 

CF6 8LE 

®H044a) 732765 



A Superb cotlectfon of adventures for the 48K 
Spectrum written with the Quill. 
From the fertile imaginations of many authors^ we _ 
have selected this fine volume of adventures for • 
you to collect. Each adventure is complete in itself %'•- 
and is presented in the distictive livery of the M 
series to grace your software shelf as you buiid up i 
the collection. ^ 

The adventures are priced at only £S.95 each. | 



Selected titles available from good computer Af»fca ci»rd»ns 

shops nattonvyide including;- wiwt i» !*»• ••cm of th. d«»rttd 

W, H. Smiths, Boots, Menzies Hot»iindwh«.«*iin«vu#*t»7. 

Or direct from us by post or telephone 

Credit Card Order Line 

SAEforf«11d«,H.ofourr.«9e 4ro^"mr^«"o 




Dealer enquiries welcome 



«rn n r*oi i cr*xir»w ■ fini r\ r*nt i cr^xinw ■ nf\t n r.ni i FrmnM ■ Am n rni i prxiniu 




GOLD COLLECTION ■ GOLD COLLECTION ■ GOLD COLLECTION ■ GOLD COLLECTION a GOLD COLLECTION ■ GOLD COLLECTION 
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SPECIAL OFFER 



TO CRASH 
READERS!! 




Save £3 

^ and get ^ 

two great games 

from 

Micromega! 



For a limited period we are offering 

CRASH readers the opportunity to buy 

the recent shoot em up STARCLASH, 

written by Derek Brewster, and one of 

the most addictive of maze games. John 

Campbeirs GULPMAN, The two games 

would normally cost El 1 .90, but we are 

offering them to CRASH readers for 

ONLY £8.901 

To order Starclash and Gulpman at this 

special price, you can use the CRASH 

Mail Order coupon in this issue, or write 

in to the usual address, which is on the 

coupon, 




'^''''^'-«-^^o;^JT;S:r 



Th« CRASH Mail Order 
coupon it on page B1 
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NLIIHIM Un 

Tim ysar ks 2934, Di^tithium crvsials are 

humanH/s most pnzed po^^&s<dfi because they 

am the energy soufc* of every space cruiser. The 

S^idd^b. humi^rKtys enernie& t\Av0 ah fifhOrmoys 

titod*: ol crystals m vacuum vaults. buri«d beneath 

Ih^ir mililary HQ. Th>e crystal 1$ are h^ld in 

Structured arTays^ auarded by (aser-armed Droids, 

pending thetr tranaf er 1o an invasion heet, 

You have twen smuggled into the vaults wJtti a 

Imrted oxygen supply. Youf orders are to LIFT the 

Ovstais bkfots Iho DFOJd$ cut you down. . . 

7 Kifoena, 3 lives, htgh score tatue, arcade quality. 

test mactiine code action, choose vour own Keys. 

Kfifflpsion Jov»ticK compalibie, Fof iHe 16K or 

ISK DC Spectrum. CE flll 
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I'm Hale, J'm laie, 1 have qoi lo get there. Jusi put 
my toot down and riope Wnat a t>emt I'll nev«r 
make ti. Up tfve kerb - that's slowed me down, 
I'm off the roMi comptetely now. Nice scenery 
around hiv% P^VttV nvtm% arvd a lake Whal am i 
doir>a? I tT\uaX get back on Itte roed. Oh, this a 
hard. Til never do H. 

Sleer yoiif car raurKJ a toriLKHis circuit of roadg^ 
btuikinq and ttctderaiinu As you go Avoid fh« 
iterb. islands and partted car^ Learner and 
professional levela Kempston loysttck compatibla. 
dSK 2K Spectrum only. 




The magnithceni Fantasia Diamond, twirtoom ol 

.our household Y)A% iD^en stolen and taken lo an 

'Ki*ir>g fortres:^. Vou oalfed on (he services (^ 

613^ the fna^terspy. but he has been caught and 
^nprtexwd by the Guardiaa who patiols the 
igfflsand comdors dt the Foflresa, looking for 
"fruders. 

'i(Mv you muat 00 and retrieve Itw Dlemond end 
•Kue Bort& On the way you will meet many 
-aracters. some ewti and some friendly^. You will 
dve to ieam lo elicit the help of the Inendly ories 
~ order lo oomptele your task, but remember they 
;ive Iheir cswn livee to Jead. so I hey may not 
A/ayi» do a* you a«K. 

' most en.Jovable end dtieHenglng graphic 
:dventure tor the 48K ZX Spectrum. fi^flC 



Are you lookina for » publisher for your programs? f^ ao. 
why not drc>p ub a line or better still aend In a sample ot 
your wtjrfc, for taet a>valuatlOfi and prompt r«p|y. 




5>^^^>*> 



Mail' order to; 

HEWSON CONSULTAfJTS 
&0A ST MAHVS STREET 
WALLING FORD 
OXONOXIOOEL 




iecfs call alMK 





imL GRAPHIC 



JET SET MILy^ lijngM WH^ shopifuridyiej^ANt^MTFTEl^ Jet 
Set Willpis NA^hat SoMvare Projec 

ADVEJ[TUR#^^ gr<!phics and^t|pkt grMj m ^Qply 

guid^you have^^uide Miner^Willyjgrojijj jp ditn^TO^aprns of 
islBcinsion. In-asspSiation with t^igprne we arerarferihg 
e fofthe Jpl persl)n to collect all|khe itemswoWnd^e 
m g sioo ja lol^ u t Willy to bed (not owexis ^ask l .fiVdl fei n 
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/Jems 



/ pro^e 
imaoss 

^triOTelxa'cliam-^;^^ 





rooms seems easy enough, ^^^w — jtu± -kt' 

ome cas^ difficult, but tqpiqke the a dvepture almost 
is the Attic. 



^" you Kdve^^^^Mthe Attic ^our verj/* presen 



fAr» 




l^. 



Chapel. The four guaj|^from 
there ^tjhji^t^to theVllit^en, West of the K;tctfl|@uckoo'^ 

ncoui 
thrje rooms. 




jit r 

J,il^Pi®mithe iffl 



.roM^ 



map am 



^^DRgte 



OOfeOl]D©®oii 



ent. Needl«s/fo^ys ^ 
j ^fe le ft to you is theJo^i|^^p|[|S^s^^ 
Wevl^lrodm, 



-«••».•: 



Happ)pAdvenu?ringf 



SELEClEm,,.. 



FjidJKTij 

Beai |tfrB 'n'^ 
Allermi Ro8 
:Wgtolfon, L^ 
' MSSeysid^^ 

l/E FROMH 



./2\^/^jli^Al. 



gENZl 
LL GQe^BBMilMARE 



WWORTHS^ 



JOUSTING AND DEFUSING 
WITHC.D.S.!! 



GET YOUR WINGS AND BOWB) BOOTS ON AND WIN A 
COPY OF WINGED WARLORDS AND r/M£80MB!l 



Fifty winning entries wilt each 
receive These two games from 
CDS. Microsystem a Both 
games received high ratings 
froni CRASH m the April tssue 
Now IS yCHjr opporl unity to get 
to grips with the tjoots and 
bombs, laDces arrd flying 



horses. 

The two pictuf es below , deftict- 
ing the covers of Winged War- 
fords and Tifn0bomb,are iden- 
tical - or are they? The 
entrants Who can correctly 
ideotjfy the 1 differences bet- 



ween the two pictures will go 
into the bag. Ttue first 50 drawn 
out will each receive a copy of 
both games. Entries, which 
should arrive at the CRASH 
offices by the last post Friday, 
J9th May, should: be sent to 
the CRASH /C.D.S, Competh 



tlon, PO Boi 10, Ludlow, 

Shrapahlre SYS 1DB. Circle 
or cross the ditterencesonone 
of the drawings. If you don i 
want to cut up your copy of the 
magazine, a photocopy will 
also be acceptable. 



>^1 
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REVIEWERS* COMPETrriON 




Jumping Jack 
(Imagine) 



Jumping Jock is quick enti bolij, 
WtUi $kitlhis story wilt ufth^d " 

, or so w« are tdd between 
screens in tmagine's addKrltue 
t}est-se)Eer Jumping Jack, ft 
seems a miHenium since Arcadia 
Stontied across the Speclrum 
screens of Bntain and set the 
scend lor g^rnes to Comei. The 
company has release several 
not^)le progarns since, and Jump- 
ingJack is one of th« basi, 

The basic ihefne 19^ to gvicte your 
man, Jack, from the bottom to the 
lop of the screen wiho<ul tallirnQ 
through Ihe rmjUitiudo of moving 
holes. Ihumpirvg into girders of 
bQing flattened by the odd nasty or) 
the way. lis a game which is addic- 
tive through ii$ simplicity and wilt 
be pJav^d tor years to oame, 
Soieodid, ottan hilarious gl'^p^lcs. 
20 Ivvels, fASt-moving action arxJ 
ooratam e]ccitem«ni atl help rnain- 
laln.fiat 'just-one- rnore-90' quality 

Jack starts at the bottom ot the 
screen bMide l)>e scoreilrte and 
lives remaining (up lo ^ nock in 
lett^s) I Above hum two holes move 
across a dozen hon^rontal plat- 
forms - tM the ni^mtt^r ot I^Oies 
lncre>ase« as play progressasi 
What you have to (lo is jump up a 
level whefi«vef a hole passes 
overhead, white avodirtg plunging 
down a level through holeis travei- 
ling on Ih6 platlorm ber^a^ his 
feet Each Jump creates a new hole 
(there tiad to be a Catch, dldn'i 
Ihere?) Botes traiveHiflglah to nghl 
move down the levels wtwn (hey 
leave t^w screen; those righi to left 
move up. The mosi efficiont 
strategy is probably to iry to toiiow 
orw hole all the way lo the lop and 
lump up lo Itie next screen Thl-s is 
often hindered by Itie holes mowing 
down arKJ the sheer number ot 
aiens (one being added each tinw 
you complete a screen) Doublf? 
holes can be mosi frustratrrK)' 

It Jack fails, or IS hit by a rtasty, 
he squirms patheticaHy on h<s back 
eaeifig siars (Uier^liyi, trius he is 
IfiimoBile arid vulnoratjle lo lurther 
holes approachinig Happily, a iite 
rs lost only when Jaddalls aK the 
way to the bottom line again. 



■-^f* 
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Basically that's alF there is to it. 
There are 1Q different animated 
aliens arid Jack himself is a mas- 
terpiece. The sotjnd is nice too, 
and the splat when Jack ts paral- 
ysed by a nasty is rrtost realistic (to 
tell the truth, I don' I know what it 
would sound like, but I'm sure 
Imagine have come preity ck)se)f 

As a little extra 10 add to the add^ 
iction, lurther Itrws to a temljie 
limencR are added between 
screens - read it al your own risk! 
Oh, and iHgres an e«lra Jack 
every live boards. Loading ol Ihe 
game is f uitabio , a nd m i rw middle, 
an attractive litle IS displayed. 
SS'Wfal Jadk-like characters (rela- 
tives no doubt) leap on to the 
screen to spell oul the name ol the 
game ^ it's an hilarkxis and dever 
addition Once kiaded, the game 
starts straight away and there is no 
menlion of a joystick Oddfy 
enough, irnagine seem to have got 
thomsGlves a little mixed tip with 
the keyboard controls: while most 
Sfoade garrres use the left hand for 
Sideways rnovemenis and I he rig hi 
10 lire or jump, Jumptrkg Jack uses 
CAPS SHIFT \o jump and SPACE 
and SVM SHIFT for movement - 
nngst unusual and a irttle' annoyir>g 
al first. 

If you re quick arxj bold and txave 
enoogh skill, you rrtrght just see 
whai happens after the 20th 
screen - although five ol tiw 
hUarre altens is hectic erwjgh' So 
buy ,ii, avoid the holes, dodge tfie 
snakes, ghosts, witches. aet'Ot> 
lanes and others less idefttifiable, 
and above all, have fun. This is one 
game you won't lire Ol, 




Penetrator 

Melboume 
House 



Melbourne Moose's Peneimftw is a 
sptondk) version for the 4BK Sftec- 
Irum ol the arcade lavourite, 
Sorambfe In case you don't 
know (where have yoLi b^an lor the 
lasl few nmllenia?) Scrambte is a 
game where your fvghter soars 
across a fKmzontalFy scrolling 
landscape ol caverns and na/row 
mazes, dodgir^ ground- lo-air 
missiles ar>d llying saucers You 
can bomb the buiikii r>gs on ihe pre- 
cipitous sJopes betow. Alrrtost atl 
it>e features of ttie Ofiglnal are 
tnduded tn Penetrflof, and ttiere 
are a few extra ones besides 

Due to your ship's aJtHlity to fire at 
ajrt)ourr>& aliens of missiles and 
bomb the radar installations on the 
oround. Penefraror has sot control 
keys. Fonunaiely ihey are distri- 
buted sensibly around the 
keyboard and tt>e P key has been 
irvgenioysty programmed to thrust 
and lire depending c^n how long 
you keep it pressed - making lite a 
lote«u$ierl 

Penetrator has five f^ases ot 
action, ranging from open-air 
ground attacks to edge-ol-tfie-seal 
manoeuvertng along narrow cor- 
ridors redolieni wilh mi^ssJile 
lowers. A delicate opmation. but H 
can t>e pulled oft ii you slay as far 
lorward as possible al all limes 

white the argade version hias a 
luel gauge to keep your eye on, 
Ihbs has been re'placed m Penet- 
rator by a danger level indicator- if 
too many radar bases are missed, 
this counter ircraases dramsiicaiiy 
ajyJ the enemies become more 
inteiiigeht - if If^ level reaches 
RED ALERT, then took oul' You 
must now avoki guided miasdes 
ar^d crafty aMefia who hkte beNnd 
rocks away from your line of fire 
and swoop down on you when it's 
loo tats to hit them. 



Ttie graphics incorporated 
the game n^ed Ooly one word Of 
mtroduction - slunniftol lits all 
tii-nee. and so well animated tfiat 
the rotad^ radar bases almosi atJip 
into three dimensions as they spin 
on then turrets. Ttie explosions are 
satisfying and your ships laser 
blaster can keep up easily with 
your twitching tirvger even If you're 
the fasesi arcade gunner in the 
'West! Unfonunately, you are 
limited to two bornbs at a time - 
which is a pity as there's so much 
to hit. The sound, loo. is excellent. 
especiafiy the sirens, explosions 
and game lune. 

The sound end graphics aoo to 
Penefcaior's a<Hk:i]va qualrties. 
but the actual ^sme is very chal- 
lenging aryA difficult, which can 
only tw a good thing . the changing 
phases mamiair^ interest, as oOBt 
Ihe inoorpwationi of a miaalon 
which must be earned oul ratfier 
than just blasting aliens all day 
This lask oonlronis you m the (ifm 
phase, where you have one 
dtanoB to bomb an alien l^se 
down a narrow chasm - miss and 
your ship obliterates cokHJ dully on 
the end wall of Ihe caves. If. on the 
othar hand, you manage 10 hit the 
thing, you are rewarded wnh 
thousands and thousands of 
points and a lernglhy tireworiis dis- 
ptay which IS prelty at first but 
beotxrtes tedious. Even then the 
fun's not ower ^ t^ow you have to get 
all Ihe way back to your own base 
t>y neQOliating all lour [thases in 
the Opposite direction. 

f^jnofratof, though lengthy, is a 
lirsl class loader and boasts an 
excellent starting pidure just like 
the drawing on the cassette inlay. 
A nice menu rs pnnted and then 
you're into the actual batUe If you 
Should lind all the action a little too 
much, tr^en there's an exofi4er>1 
training mode Where any phase 
except itie final bombing run can 
t» practised with inlimte lives al 
your disposal (must cost Ifte trrin- 
rng centre a loriune tn ships and 
parachuteslj. 

01 all Generator's tirst-dassfea- 
lum, arm most outstanding i.s the 
redefining command If you ever 
master Pen&tralor (can I have your 
autograph'? |[ Itw addiction isn't 
lost with this feature you can 
Change Ihe landscape (floor a/Mi 
rool) and the position and nurnbePS 
of bcth missiles and radar inslalla- 
tk)ns in ttK ground Each new 
lartdscape can be SAVEd on tape 
arid then LOADed back ai any 
time Thus, you can have hun- 
dreds of difier enl versions ol the 
ganie in your collection and make It 
as easy or difficult as you itke One 
point to note, however, is that 
accurate posiHoning ot tfie mts- 
sites IS imperative, as any uneven 
surface bekrw ttteir loundathons 
causes them to explode automati- 
cally during the game and creates 
errors in future explo&iof^ 

There are iiftie or no crrtlcisnTa to 
be made about Patrairaior. ti 
vou re an aniiade addiot, then Met- 
bourne House have a reaF wkwier 
for you hero As the caption on tJN* 
inlay says. It you hiave a 48< Spec- 
trum, then you must have jo^net- 
ratori" 
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Meta-Galactic 
Llamas Battle 
at the Edge 
of Time 

Producer: Salamander 
Software 

Memory required: 48 K 
Retail price: £6.95 
Language: machine codie 
Author: concept by Jetf 
*M Inter, translation by 
Chris Clark 

The targe cassette box car- 
ries an attractive picture of a 
very determined kwKing 
Uama, spitting v«nom at an 
exploding aracgnid. Thus the 
strange animal vision of Jeff 
lltntef . whotirouight us Mutant 
Came/5, trundles mexofably 
onward in this new Spectrum 
version The inEay contains 
long detailed descnpllons of 
how Mietabeasis, mentatly and 
phystcaHy enHanced am mats, 
nave come into tieing, This 
appears to have been as a 
result of ttve abortive attack on 
Earth virhen agents of Zzyax 
mutated camels into awesome 
war machines. Nom Eanh 
have turned ttie tables by 
developing super Llamas 

The drama unfolds on thie 
Earth outpost ot OP/37 - the 
station set at the ledgfi ot time. 
It is now under attack by Zzyax- 
ian cyborg Arachnid Mutants, 
wtiich descend on lo the out- 
post on stTDng strands of web. 
Tt\e Llama guarding the out- 

E>st is only equipped with its 
ser spitting capabtiity and an 
expefimental Planer Field 

The screen is quite simple, a 
Qreen base ime along wtvich 
he Llama can run In either 
directien. wrapping round if 
neoessafy, and at the top b a 
dotted red Mne, the Planer FiekJ 
Generator. The Llam^a f i^es his 
laser diagonally upwards, the 
blasts ricocheting off the 
screen sides and off the 
underside ol the field force. 
This may be towered or raised 
to alter the ricochet period. 

Arachnids can tje shot while 
they are de&:endir^, and so 
may their web strands. The 
arachnl<Js that land on the Sur- 
face immediately change into 
disgusting Weeviioids, which 
resemble snakes. Ttwse will 
crawl alon-g tt>e ground at a 

Eretty last rate to get the 
lan%a. 




Pnncinq Lmnas wnn ■ powwlui t^ m pMtKl aBninM ■phtoniind •n*k»*. 



CRITICISM 

When I ftrst saw the 
cassette of Meta-GBtacttc 
Llamas. I thought it was going 
to be a first-rate shoot em up 
along the lines of Mutant 
Camets, but I was wrong. The 
graphkcs are small and very 
urxjetailed, aryj the st:reen 
tooks unattractive although the 
colours (used fairly well) are 
bright. Shooting the spiders 
has to be very accurate, 
though quite often your laser 
Spit shoots straight through 
them. The option ol user defin- 
able keys is very good and the 
responses are excellent. The 
idea of the game, however, is 
rather primitive although origi- 
nal, mis is a well- packed 
game, but cerlainty not one I 
woutdtiuy ' 

7 was realty disappointed 
with this game On© has come 
to expect things of the great 
Jetf Mtnter, and pefft^ps it 
isn t (atr to compam anyttt^g 
on the Spectfvm with simitar 

games on the Commodore, 
ut i realty would i^ia/e thought 
the graphics could ha\r^ been 
much better than they ere 
here They're smalt and there 
is no real ar}imation with even 
the wriggling snakes looking 
pntnitive it Spoils what is 
Otherwise a fast game with the 
potential to be enjov^ble, 8t/t 
the real troubfe wtth it is that 
rjothing much happens 
beyond shooting dBngting 
spiders ar\d wriggling snakes. 
When you've done this tor a 
short while it begins to get bor- 
ing' 



'Meta-fj^i&ctJc Uemas is 
fast and quite enjoyable for a 
while untif you gel ttie hang of 
hitting things on the ground by 
using the richochet effect. 1 
thought I died ' unfairly on a 
nurrber of occasions wt>en I 
hadn t actually t>een touchied 
by anything. There are a lot of 
skill levels, but they only cause 
the spiders to appear more 
frequently, arvd on the higher 
ones it is unplayably difficult 
The sound, too, is somewhat 
poorer than it need have been. 
The result, as far as I am con- 
cerned, IS an ohginal id0a 
whch just hasnt gone far 
enough, and which has sub- 
standard grapfitcs by today's 
expectations. 

COMMENTS 

Control keys: QIW lefVnight, 

O/K up down., SPACE or 



CAPS SHIFT to fire. Keys are 
uaor-def inable as well 
JOTr»tlcK: almost any via UOK 
Keyboard play: very 
responsive 
Use of colour: good 
Graphlct: smail, undetailed, 
overaSi tiefow average 
Skill tevelft: 99, of which (he 
lirsi 32 are selectable 
Lives: 3 

General rating: a fast game, 
but lacking enough content to 
be rriore than average. 



Use of computer 
Graphics 

Playabiiity 
Getting started 
Addictive qualities 
Value for ntoney 
Overall 



78% 
51% 
52% 
63% 
43% 
37% 
54% 
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Steven Wetherili. one 
of our Reviewers' 
Competition 
runners'up, takes a 
look at 



Tasword Two 
The Word 
Processor 

Producer: Taaman 
Softwflro 

Memory required 48K 
Retail price; £13,90 
Language: BASIC + 
Machine Cod« 

Have you evet tried to write a 
letter; or prepare an article 
usir>Q yogr Spectrum? 11 50, 
you if know the sort of prob- 
Fems you ccxne up aQainsi: 
How do I enter leitt^ . How do I 
fOfmat the text?', How do I gel 
e dBcent printout?, etc. etc. 
Well, you will be pleased to 
know Ihat this amazing utility 
solves all ol the above prob- 
lems, arxi does miich, much 
more beskJes 

What it does, basically, is to 
fcim your Spectrum into a very 
sophisticai&d fonn of elec- 
tronic typewriter. Centra! to the 
program is an ingenious 
routine thai display 64 charac- 
ters per line on screen, totally 
legibly, and which ailso allows 
you to dump 64 cpl to the ZX 
printer. After using the prog- 
ram for a while and then going 
bach lo BASIC lor some 
reason, the nontial Spectnjm 
characters seem al>solutety 
GROSS! 

My particular copy came in a 
plastic preseniaiion case, but I 
have seen tl supplied in a 
carttboard box. The instruc- 
ttorts are vety explicit, and take 
you stef} by step through the 
various stages to get you 
started off Supfrfied with 
TASWORD is a demonstration 
taxi file, and rl )s suggested that 
you practise the various com- 
mands and functions on this. 
Once you have become accus* 
tomed to the various modes ol 
operation you are reacfy to start 
wordpocessing. 

TASWORD operates on a 
text file which contains what- 
ever you type m from the 
keyboard, Thts text file can be 
up to 320 lines long. The TV 
display is a window which 
shows you 22 lin«s of the text 
file Certain controJ keys are 
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I used to manipulate the text file: 
on of the shiti keys must be 
pressed to obtain a control key 
action. A very useful control 
key is EDIT (CAPS SHIFTed 
1 ), which displays a help page' 
on ^w screen. The help pa^ 
gives a brief description of 
each control key action. While 
the help pag-o- is showing, a 
further extended mode help 
page can be obtained by hold- 
iing down both shift keys: to 
pertorm certain operattons you 
have so pul TASWORD into 
extended mode by pressing 
both shift keys simultaneously. 
The extended mode help page 
Shows the effect of each key 
whitst In this mode, 

There really are loo many 
commands available than 
ttwre is room here to go into 
fully, but bnefly: 



Nonnal Mode 

Commards include: CAPS 
LOCK, CURSOR TO WORD 
LEFT/RIGHT, MOVELINE 
LER/TIIGHT. CENTRE LINE, 
INSERT/DELETE LINE/ 

CHARACTER. GOTO 

START END OF TEXT. 
LOAD SAVE.^PRINT TEXT, 
REf ORM TO END OF PARA,, 
SCROLL UP DOWN,and 
START OF NEXT LINE, 

Most of the atx>ve are self- 
explanatory, but CENTflE 
LINE arvd REFORM are two of 
the niost useful: CENTRE 
LINE wirfil centre litJes and 
headings automatkrally; 

REFORM will reform the text 
from the line containing the 
cursor to the end of the para- 
graph so thai text in which you 
have nmde tnsertiofis or dele- 
tions is tidied up. 
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Extended Mode 

FAST SCROLL UPDOWN, 

CHANGE TEXT WINDOW, 

CLEAR TEXT FILE, FIND/ 

REPLACE TEXT. INSERT 

MODE ON/OFf , RtGHT JUS- 

: TtFY ON/OFF, WORD WRAP 

i ON/OFF, JUSTIFY/ 

UNJUSTIFY LINE, SET/ 

1 RESET LEFT/RIGHT MAR- 

' GINS; plus commands to set 

I starLlinish markers for block 

' MOVE and COPY, 

TASWORD is compat»)*e 
with both the ZX printer arid, 
viaasuttable interlace, fulisize 
primers. Different printers use 
different printer control codes 
(for such things as carriage 
return, etc), and ibey use them 
in different ways. In TAS- 
WORD ihe Spectrum block 
graphics characters am not 
sent to full size printers, but are 
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interpreted as a sequence of 
printer control characters. You 
can, for example, define a par- 
ticular graphic cha/acter to be 
the sequence of codes that 
your printer uses tor form teed' 
(move to lop of ne>d page). 
Ttien you can simply type this 
charadof in 10 your text when 
printirw Is required on a new 
page, TASWORD comes with 
tfie graphic characters defined 
for the Epson FX-BO printers, 
to define your own you simj^ 
use ihe define graphics/ 
printer' option. Information is 
supplied TOT L^ing TASWORD 
With a wide variety of printer 
interfaces, 

I f your last word on a text \ii\e 
does rx^t quite fit. then TAS- 
WORD wortJ-wraps'; this 
means that the wtvole word is 
moved on to the next line. As 
well as word -wrapping, TAS- 
WORD will justify the fine that 
has Just been finished: Ihe 
words in the line are spaced 
out by inserting spaces bet- 
ween tfiem so as to dispose of 
ragoed right-hand margins. 
Bom ttwse features can be 
turned oft by the user, but are 
very useful in most circums- 
tances- 

You can bAVb any lew inai 
you have typed as a text file. 
Choosing the SAVE text file 
option results in TASWORD 
asking tor a file name, then 
se^^ft^ your text tiie When it 
has finished it asks you if you 
wish to verify. To LOAD a text 
file from tape you simply select 
the LOAD text ftle option. 
TASWORD also has a MERGE 
option, but this shoukJ more 
accuratety t>e calfed append, 
as the merged file ts placed 
into the text buffer after any 
axistiiigtext. 



In Use 



Armed with TASWORD TWO 
plus a decent primer, you can 
do almost any smail wofd pro- 
cessing task that you car© to 
mention. The control key sys- 
tem takes very little getting 
used to, and with the help 
pag^ only a keystroke away, 
you can soon dispertse with 
the manual. The on-screen 64 
cpt can be dumped straight on 
to the ZX printer, and although 
this is hardly letter perleci, itlt 
legitife. The pfporam is f^ to 
resportd, the only possible 
exoepl>on being the find; 
replace commands, which 
were slightly tardy tnciuded 
with the package is a leaflet 
with Microdrive modrfications 
to the program . I have not beerr 
atile to test this, but obviously 
the speed impfovernenl on 
SAVE and LOAD shoutd be 
very useful. 



Conclusions 

Overall then, an excelfentt 
program which shows just 
whai the Spectrum is capable 
of doing II you have been kx>k- 
ing for a word processor, then 
look no further. 



COMMENTS 

Control key*: NonnaJ and 
Extended command modes; 
help page 

FMturM: 21 -page t)00klet; 
tutohal text file: 64 cpi^ both 
on-screen and ZX printer 
I GeneraJly; excellent. 
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There are more than 40 rooms in the 

maze- like Tower of Evil, Throughout the 

lower is scattered the stolen treasure of Kir>g 

Salimos, which Andros must retrieve arxJ 

ptace in the sacred chest at the top of 

thelbsdwr, 

lb collect the treasure, Andros must travel 
from room to room, duelling with the 
Oemi -Clones, wrestling with the Baphonets. 
To defend himself, Andros can throw fireballs 
fnom his fingertips, but even this skill cannot 
help him negotiate the dreaded Fire Pits, 
^ioh must be leaped in a jingle bound. 

Tower of Evil is for experts o 
Wa guarantee you ho 
derithmlling.fast action play, 

VbuahouldfinidTowerof Evil, with a free i 
poster o^er, at any maior software retailer 
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FOR SPECTRUM 48, 



(Vic-20 version also avallabte). 
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SOFTEK, MASTERS OF THE GAME 12/T3 Henfmna Street, LONDON WC2. 

All Sofiek products sr« told strictlv according to our t«rmt and conditions of trade, copies of whidi are available on requait. 

Authorised daalars comact EMI Dittribution; vour Sohek dealer contact ii CAROLINE on 01-318 S424. 

German Dealen/wholeiaJers contact Ham Hasenmnn, 02 11/37 69 53. 
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